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Why be serious when there is so much fun in taking an alternative 
view of things? This ingenious but hilarious spoof will have you in 
stitches, not to mention the river, canal, sack ... 

You’ll be racing in Naples, Boot Throwing at the Colosseum, Pole 
Climbing in Verona and Running Up Walls in Venice! If you can still 
stand the pace, try your hand at Balancing Plates, Jumping Rivers, 
Pogo and Pillow Fighting. 

Recapture the very essence of competitive spirit in this comical 


collection of ALTERNATIVE WORLD GAMES! 


SCREEN SHOTS 
FROM CBM VERSION 


ns A SfrArT&RlNG EKPe&£NCE 


GET To GRIPS WITH A GAME FROM 


Gremlin Graphics Software Ltd., Alpha House, 10 Carver Street, Sheffield SI 4FS. Tel: (0742) 753423 




CBM 64/128 


SPECTRUM 

£7.99c 
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Atari ST 
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SPECTRUM £ 8.99 Tape 
SPECTRUM +3 £ 12.99 Disk 
CBM 64/128 £ 9.99 Tape £ 12.99 Disk 
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MAGFC BYTES 


Atari ST 

AMIGA £ 19.99 Disk 
ATARI ST £ 19.99 Disk 
AMSTRAD £ 9.99 Tape £ 14.99 Disk 

'T-K ~ t ' r " “•A*** 

10 Carver Street. Sheffield SI 4FS. Tel: 0742 753423 










INTER GALACTIC HAVOC! A METEORIC MAD HOUSE! IT’S SPACE AGE 



CBM 64/128 
£9.99 Cassette 
£11.99 Disk 


SPECTRUM 128 
£8.99 Not 48K 
Compatible 


AMSTRAD 
£9.99 Cassette 
£14.99 


Will you endure the XI2 Fighter Simulator and emerge 
an ice cool space fighter at the pinnacle of his powers or 
ike many more will you be reduced to a nervous, gibbering 
eck fit for no more than intergalactic tinpot trading ships. 
f the premier cadets of the Stellar Imperium’s pilot 
:my will ever find out and its upto the merciless instructors 
™ v..4ure that only the elite survive. 

It’s space age frenzy... It’s interstellar turmoil... It’s Bedlam! 

f 


60/MeO/a Oo/O/ngs I/O.. 0/7//s 0/0. Oo/forO/1/ay. Oo//orO. Oz/m/ag/iam06700. 70/ 00/0560000 



































14 CRUCIAL POLL 




RESULTS 


What was the top game of 1987? the 
best sim? and more importantly who 
was the biggest div? Find out in the 
definitive readers poll. 


6 BUZZ 
12 CHARTS 
85 ADVENTURE 
90 LETTERS 
103 ARCADES 
120 TOMMY'S TIPS 




10: R-Type comes to the 64 
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ABC 


Roadwars rolls in 


32 BLACK LAMP 
35 DAN DARE 

37 BRAVESTARR 

38 INTRIGUE 
40 SIDEARMS 
42 THE TRAIN 
46 BMXKIDZ 
50 MANDR0ID 


52 STRIKE FLEET 
55 RICOCHET 

57 SKYF0XII 

58 CODEHUNTER 

58 ATV 

59 THUNDERCR0SS 

65 KNIGHTGAMESII 

66 CHEAPO ROUNDUP 
68 ROADWARS 

71 BALL RAIDER 
73 TIME BANDIT 

75 MERCENARY 

76 ARKANOID 
80 TERRAMEX 

V/ 82 THE GOLDEN PATH 


24 10 

Were 
by off) 
coloui 

62 POSTER 


We review the finished 10 and celebrate 
by offering you the chance to win a 
colour TV. 


94 PLAY TO WIN 

First with pokes, first with maps. This 
month we bring you Platoon maps and 
tips, pokes in Gauntlet II, and Combat 
School and the first ever map of 
R-Type. Wowza! 


Golden Path: aesthetically fab 


Thunderblade: Sega's chopper game wipes the 
rest out of the skies 


Who watches the Watchmen? Ricochet 
the first cheapo BreakOut clone 


17 FIREFLY 

18 GRYZ0R 
20 TRAZ 

22 4th AND INCHES 


24 10 
26 TRAKIII 
28 APOLLO 18 
30 BEDLAM 


116 GAS 

Artist Jamie Hewlett who co-produced 
our January mega poster brings us the 
first installment of Groovy Arcade 
Stories, his tale of simple inter-planetry 
folk on that arcade somewhere at the 
end of the universe. 


























































CARD SHARKS 

So you think you can play cards, huh? How would 
you like to find yourself sitting around the old 
green beize table with such scheming poker- 
faces as Mikhael “Stoney” Gorbachev, Ronald 
“Quickdraw” Reagan and Margaret “Sleeves” 
Thatcher? Well, now you can, courtesy of 
Accolade/Electronic Art’s Card Sharks . Choose 
between Blackjack, Five Card Draw, Seven Card 
Stud, Texas Hold 'Em and Hearts , then pick your 
opponents. If the thought of playing opposite one 
or all of the Big Three is too much for you, there 
are also three local sharks to play with. Each 
player you encounter has a different strategy, 
and they’ll ask questions and give vent to their 
feelings when the game turns sour. You play for 
points or money, depending on which game is 
chosen. If you’re sweatin’ for a bettin’, Card 
Sharks , release date imminent, looks like the 
game for you. 



ROAD WARRIOR 

In CRL’s latest, Road Warrior , you get to drive a 
choice of cars, ranging from a Ferrari to a 
Volkswagen. But, as you might expect from the 
company who brought you the likes of Dracula 
and Jack The Ripper , we’re not talking about a 
Sunday afternoon spin in the country. No, in- 
deedy, there are a troop of Hell’s Angels on the 
loose, and who better to dis the delinquents than 
a vigilante type like yourself. With an approp¬ 
riately violent hip hop soundtrack, and a range of 
weapons, speeds and motors to choose from, 
your task is to clear the streets, and the levels 
without running out of fuel or scratching your 
paintwork. And we presume if someone rips off 
your VW plate, you lose a stack of points too. 
Road Warrior should be coming down your street 
any week now. 


KARNOV 


Now, y’all remember us telling | 
you about a strange arcade! 
game, name of Kamov , that! 
we came across some months! 
back in the arcades? The one! 
with the fat little fire-breathing E 

refugee from a Russian circus!_ 

who has to bounce and breath his way through a 
mysterious land full of strange beasties? Well, 
Activision have recently signed up the rights to 
this charmingly weird game, and this month 
should see its release. Your mission, comrade 
flame features, is to recover the lost treasure of 
Babylon. You’ll have to bounce, swim and fly 
your way past ostrich-mounted skeletons, 
gingernut-throwing statues, vultures and mons¬ 
ters masquerading as tearful Shirley Temples. 
Acquire flippers to swim, wings to fly and boots 
to leap even higher, exhale furiously and avoid 
the sultans and their bizarre allies and the loot 
can be yours. 


INFILTRATOR II 

Really! You’d think that being a world-class 
sprinter, aerospace engineer, military consul¬ 
tant, ace helicopter pilot, designer of latex 
undergarments and recent vanquisher of the 
Mad Leader, you’d have a right to expect the 
occasional break. But no rest for the wicked, as 
they say, and certainly none for Captain Johnny 
“Jimbo Baby” McGibbits, better known as The 
Infiltrator. It seems that, despite the thrashing 
you gave him in Chris Gray’s original, The Mad 
Leader has managed to recover, regroup, and 
once again poses a threat to world peace and 
security. So it’s into your Gizmo DHX-1 Attack 
Chopper and across the enemy lines once more 
to launch another attack on the loony fiend of 
death. You’ll have to learn how to fly your 
helicopter, then embark on three ground mis¬ 
sions, the final one being to locate ML himself 
and lodge a pacifying implant in his evil skull. 
Infiltrator /I, programmed by US software house 
Mindscape and released over here by US Gold, is 
whirling its way towards you as we type. 




















































THE THREE 
STOOGES 

If you’re into a dose of classic madcappery, this 
newie from American softsellers Cinemaware 
(distributed over here by Mirrorsoft) should be 
right up your alley. The Three Stooges, for those 
of you too young to remember, were a trio of 
amiable dopes named Moe, Larry and Curly, 
stars of the silver screen way back in the 
Thirties. Our three heroes come across an evil 
banker ( Yar! Boo! Sucks! — Ed) who is about to 
evict an old lady and her three beautiful daugh¬ 
ters ( Phwaughh!) from their crumbling orphan¬ 
age. Can the boys raise the dosh to prevent this 
tragedy? Their efforts lead them through a series 
of (very) odd jobs, which include prizefighting, 
tending the sick and, of course, custard pie 
throwing. With wunnerfool Amiga graphics en¬ 
hancing its riotous charm, this barrel of laughs 
will be with y’all real soon. 


JUDGE DEATH 

Programmed by Andromeda in Hungary for 
Piranha, and based on the 2000AD strip, Judge 
Death should be with us within the next month or 
so. Judge Death and his three cronies, Fire, 
Mortis and Fear spend their days terrorising and 
bumping off hapless citizens of Mega City One. 
You play Judge Anderson, the voluptuous Psi 
Judge whose mission is to stop the Dark Judges 
in their tracks. Armed with a single shooter, you 
battle the four evil law enforcers through two 
sectors of Mega City and out on the mutant 
wastelands — hit them on their teleporter belts 
to get rid of them temporarily — before the final 
confrontation in Deadworld. You’ll have to be 
pretty fast on the draw to get them before they 
hit you (each hit saps your energy drastically) but 
be sure you don’t blow away too many innocent 
bystanders — even Judges have to obey some of 
the laws, some of the time. 


CORPORATION 

Fans of conspiracy theories (you know, people 
who find demonic symbols on cigarette packets 
and think that the Government are putting happy 
pills in the water supply — people like us, in fact) 
will be delighted with Activision’s Corporation , 
due out on the 64 this month. The game is set in 
the year 3026AD, and, just as you always 
suspected, the entire world is controlled by two 
Corporations. Nations have become irrelevant, 
all that really matters is your credit rating with 
your Corporation. You’ve got to work hard — if 
you’re a failure, you’ll be blacklisted and desti¬ 
tute. Your own job is that of commander of a 
deep space robotic mining team, digging up 
chunks of valuable Minorthian Crystal on a re¬ 
mote asteroid and keeping it out of the greedy 
mitts of the opposing corporation’s labour- 
slaves. If you value your corporate position, you 
won’t make any mistakes. And remember — just 
because you’re paranoic it doesn’t mean that 
they’re not all out to get you. 


TROLL 

Outlaw Productions may be a young company, 
but the success of their fab first release, Shoot - 
'em-up Construction Kit , means that a lot of 
softfreaks will be keeping their eyes peeled for 
future Outlaw products. Well, here comes their 
second game, Troll , programmed by Denton 
Design and due for release in “early Spring” (??? 
— frostbitten Ed). You, a troll, are trapped in the 
nasty netherworld of Nart, beset by hordes of 
evil goblins whose only purpose in life seems to 
be to send you crashing through one of their 
inter-dimensional holes. You’ve got to avoid 
these creatures — by fighting them off or even, 
bizarrely, by somersaulting onto the ceiling and 
carrying on the battle upside down — and use 
your own supply of escape holes to jump into 
new locations in your desperate search for an 
escape route out of this horrible place. Oh, and 
one more thing: make sure you don’t end up in 
THE PIT (well, that’s what it says here ...) 
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AMIGA VIRUS MULTIPLIES 


"Virus” programs which can 
affect and in many cases 
destroy, any disk with which 
they come in contact are 
causing increasing concern 
among Amiga software 
producers, distributors, retailers 
and consumers. 

The original virus is reported to 
have emanated from a Swiss-based 
group of hackers calling themselves 
the SCA (Swiss Crackers 
Association) but, according to Silica 
Shop's Paul Ellis, the "copycat" 
syndrome has meant that there are 
now at least four different viruses in 
existence. 

None of the strains of virus 
permanently affect the Amiga's own 
operating system, but the virus is 
transmitted from disk to disk via 
temporarily "infected" computers. If 
the computer is not switched off at 
the power source betweeen booting 
different disks and the offending 
code is present on one of the disks 
booted, the Amiga's RAM will 
become a virus carrier, infecting all 
the disks subsequently loaded. 

The effects of the virus on the 
disks vary, depending on the nature 
and complexity of the software in 
question. In a large number of cases 
the main manifestation of the virus 
is the appearance after booting of a 
message—the SCA's one reads 
"Something wonderful has 
happened—your computer has 
come alive"—followed by the 
program crashing. The virus 
operates randomly so that it will not 
show up at every booting. When the 
message doesn't occur, the game 
will usually boot and play normally. 
However in many other instances 
the effects of the virus are far more 
devastating: if certain disks are 
booted in a carrier machine, they 
become corrupted, and useless. In 
general it would seem that the more 
sophisticated the program, the more 
susceptible it is to the latter 
"terminal" effect. 

It seems that the virus is spread 


either through people secretly 
booting infected disks into 
demonstration models of the Amiga 
in software shops or through Amiga 
owners running other people's 
pirated or borrowed software on 
their own machines. 

While the scale of the problem is 
perhaps not as widespread as some 
of the reports have suggested, Silica 
Shop are taking it seriously enough 
to warrent the development, 
continual upgrading and free 
distribution of virus "killer" disks 
which will check whether a virus is 
present in any of your disks and 
remove it. They have found it 
necessary to produce successive 
upgraded killer models—within a 
matter of weeks—in order to deal 
with the new "strains" which have 
appeared. But for those who have 
shelled out large sums of money for 
top-of-the-range games which are 
totally destroyed by the virus, the 
killer is obviously useless: your only 
solution is to write to the games 
manufacturer or retailer for a 
replacement. 

"I think the guys who wrote the 
virus are pretty warped", says Silica 
Shop's Paul Ellis, "most of the 
people buying Amiga games are 
young people, paying with hard- 
earned money. And with this virus 
anyone who's made a major 
investment in Amiga software could 
find that their collection has been 
ruined". 

Among the companies whose 
products are most seriously 
threatened are Amiga specialists like 
Psygnosis and Novagen. "Anybody 
whose products contain a 
sophisticated protection system, like 
ours, will have their software 
destroyed by the virus", according 
to Novagen's Bruce Jordan. 

How can a virus be transmitted 
onto write/protected disks? Despite 
some mutters within the software 
industry suggesting shortcomings 
in the Amiga's write/protect system, 
Electronic Arts' Mark Lewis feels 


that this is unfair, citing instances in 
the past of viruses occuring in IBM 
and Apple systems: "I don't believe 
that there's a disk drive built that 
can't in certain circumstances be 
made to write to a write/protected 
disk". 

And the selfish jerks who 
programmed the virus? 

"I don't think you could print what 
I'd do to them if I got hold of them", 
was how Paul Ellis summed up his 
feelings. But EA-man Mark Lewis 
had rather different views: "these 
guys are, basically, criminals, 
operating on the edge of the 
industry. But I also think that the 
virus-creators are most creative 
people, and I just wish that they'd 
ring me up so I could get them using 
their talents in positive rather than 
negative ways, writing games rather 
than destroying them." 


SAFE BOOTING — how to protect 
your disk collection: 

1. Only buy software from 
accredited dealers—don't pirate, or 
use pirated software. 

2. Always switch off your Amiga at 
the power source between booting 
games—the virus can't be spread if 
your RAM is clean. 

3. Check all your disks for the virus 
and disinfect any that you find to be 
affected. You can do this by using a 
reputably manufactured "virus 
killer"—Silica Shop will send you 
their latest "killer" program, 
complete with detailed instructions 
on how to use it, if you write to 
them, enclosing a (preferably 
formated) blank Vk disk plus a 
suitable stamped addressed 
envelope, at: Amiga Virus Killer, 
Silica Shop, 14 The Mews, 
Hatherley Road, Sidcup, Kent, DA14 
4DX. 

4. Have all software checked in the 
shop before purchase. 


A recent decision of the House of 
Lords has finally confirmed what 
many of us have suspected for some 
time: just because a venue contains 
a coin-op that doesn't mean that it 
can be classified as a cinema. 

Perhaps surprisingly, this decision 
was not a foregone conclusion. As 
reported in Commodore User last 
May, two lower courts had 
previously found in favour of 
Westminster City Council who 
argued that arcades, chip shops, 
youth clubs and indeed any 
premises whatsoever which 
contained a video game should be 
covered by the Cinemas Act (1985) 
in that it constituted "an exhibition 
of moving pictures". 

Under the Gaming Acts stringent 
regulations are laid down covering 
how, when, where and by whom 
gambling machines ("one-armed 
bandits" etc.) can be played, but 
arcade games—which don't 
involve any element of "gaming" — 
are, of course, not covered by these 
laws. And a certain Councillor 
Robert Davis and his colleague, not 
being able to see any distinction 
between gambling machines and 
video arcade games, decided that 
they would try to bring coin-ops 
under the Council's control in order 
to protect young people from being 
harmed by them. (When asked for 
any proof for the proposition that 
arcade games harmed young 
people, or anybody else, Councillor 
Davis and Co, declined to respond). 

So the local authority scrabbled 
around the statutes books and 
eventually came up with a possible 
loophole in the definition of 
"cinema" in the above mentioned 
act. If the House Of Lords had 
agreed with Westminster City 
Council, Councillor Davis and his 
followers could have effectively 
banned or severely limited arcade 
games from being played in public 
by requiring that various regulations 
be enforced and licence fees be paid 
under the Cinema Acts which were, 
of course, utterly inappropriate and 
never intended to apply to coin-ops. 
And remember: all this could have 
been done without any public 
debate ever being held on the issue 
of whether arcade games are 
harmful to minors. Happily, 
however, the Lords decided 
otherwise. 

















MASTERTRONIC SIGN UP 
QUARTERBACK 


Mastertronic have just signed up 
the conversion rights for an 
American Football coin-up endorsed 
by the man who is arguably the 
world's hottest quarterback, John 
Elway. 

The arcade version of Quarterback 
is at present only available in the 
States, but so popular has the sport 
become on this side of the pond 
[well ... Ed) that Mastertronic have 
decided to release Quarterback , on 
both Amiga and 64, in the United 
Kingdom, with the projected launch 
being planned to coincide with the 
start of the new American Football 
season in August. 

Despite the fact his team, the 
Denver Broncos, were humiliated in 
the recent Superbowl final by the 
Washington Redskins, Elway is still 
one of the sport's best known and 
most highly regarded figures, and 


his endoursement of the arcade 
game Quarterback will almost 
certainly ensure that it is a US 
coin-op hit. Mastertronic clearly 
hope that they'll score with the UK 
conversion too. 

To celebrate their acquisition of 
the Quarterback licence, 
Mastertronic have very kindly 
offered to give on of those groovey- 
looking high-flying genuine leather 
American footballs to the first CU 
reader who can correctly identify the 
Washington Redskin's quarterback 
who overshadowed poor old John 
in the Superbowl by leading his 
team to victory and into the record 
books, smashing the previous 
Superbowl high-score total for a 
single quarter. Answers please to 
Quarterback Compo, Commodore 
User, Priory Court, 30-32 Farringdon 
Lane, London EC1R3AU. 


AMIGA TV 
STAR 

Those who foolishly think that 
the Amiga is merely a superfab 
games machine will be 
surprised to learn that two of 
Channel 4's hippest “youth 
entertainment" shows have 
been using the big A to design 
their impressive on-screen 
graphics. 

"Network 7'' have been using the 
Amiga to generate graphics since 
the show was first broadcast in April 
of last year, and "The Chart Show" 
has now used Amiga technology for 
some fifteen months. 

"It's a very good fast graphic 
computer", explains Keith 
Macmillan, executive producer of 
both shows, "we've all gone 
Commodore-mad round here. 
Basically we write all our own 
software for the Amiga. We also 
build on a lot of electronic black 
boxes at the end to enable 
broadcasting". 

Channel 4 chose the Amiga above 
other "pre-formed" graphics 
packages, many of which Macmillan 
feels are poor value for the price. 
"Network 7"'s characteristic rapid- 
fire graphic images are designed by 
a graphic designer working on the 
Amiga, while "The Chart Show" 
uses the computer to formulate its 
"icon" feature—those panels which 
flash up on part of the screen giving 
tour dates and other information 
concerning the band playing. 

Those of you who conscientously 
scour your CU cover-to-coverwill 
have noticed an ad in last month's 
ish, inviting Amiga artists and 
programmers who might be 
interested in working on "Network 
7"'s second series—which kicks off 
in May—to send C.V. and demo 
disk to one Shelley O'Neill. But, for 
those of you lazy sods who missed 
it, Shelley's address is Video 
Visuals, 300 Fulham Road, London 
SW108BY. 


SOUNDTRACK JARRES 


French software house Ere 
Informatique, distributed in this 
country by Infogrames, have the 
rights to use the music of French 
techno wiz muso Jean Michel Jarre 
on future releases. 

The first example will appear 
towards the end of April on Captain 
Blood which will contain excerpts 
from Jarre's 84 'Zoolook' LP. 

Captain Blood, which, its 
promoters modestly claim, has "the 
best graphics seen on a computer", 
is a combination arcade/strategy 
game in which the eponymous hero 
must travel the galaxy in search of 


clones which will enable him to 
restore his ebbing life fluid. 

Musically, perhaps best known for 
his albums "Oxygene" and 
"Equinoxe", Jarre has also become 
renowned for his incredible sound- 
and-light shows. 

Infogrames have very kindly 
donated five copies of "Zoolook", 
plus five copies of Captain Blood , to 
the first five CU readers out of the 
hat who can tell us when the Spring 
Equinox occurs this year. Entries to 
Captain Blood Compo, Commodore 
User, Priory Court, 30-32 Farringdon 
Lane, London EC1R3AU. 


• Buzz 


Take us to your Leader (again!!!): 
Clearly of the opinion that you can’t 
have too much of a good thing, those 
Access/US Gold folk have just 
announced the release of yet another 
version of Leaderboard — World 
Class Leaderboard: Famous Courses 
Of The World. In its various guises 
Leaderboard has spent over a year in 
the charts, and, those of us with good 
eyesight and low pain thresholds have 
noted that the latest copy is sub¬ 
titled Volume 1, implying — as if you 
hadn’t begun to get the message by 
now—that the Leaderboard saga 
may still have a few more chapters to 
go. 


Empty Pocket Sprockets: Their 
ever-increasing sales, plus the fall in 
the value of the dollar, have 
combined to enable sprocketeers 
Evesham Micros to reduce their 
already low priced Excelerator disk 
drive (now bundled with GEOS) by 
another £30 to just £129. For 
another £20 you can have a freeze 
machine thrown in. And, for those of 
you lucky enough to own an Amiga, 
and feel you could do with a 
supplementary drive, Evesham will 
shortly be releasing an Amiga- 
compatible disk drive which will retail 
at £99.95 — a full £100 less than 
Commodore’s own. 


UK Emulator: Further to our piece 
on American company Readysoft’s 64 
emulator for the Amiga, Robtek have 
just announced that they will be 
distributing this likely-to-be-sought- 
after piece of hardware in these 
parts. The emulator should be in 
British shops any week now and will 
retail for the princely sum of £69.95. 


E.A. Taped: Good news for those 
unfortunates who fancied a bash at 
Electronic Arts’ P. H. At. Pegasus or 
Chuck Yeager’s A. F. T. sims but 
didn’t have access to the necessaiy 
disk drive: E. A. have just announced 
that these two programs are being 
released on cassette format too, and 
will retail at £9.95 each. 


VENOMous Sequel: For those of 
you who haven’t yet had your fill of 
MA.S.K. games (there must be 
somebody out there...), Gremlin 
have just made public the impending 
release of the third child in this 
licence VENOM Strikes Back, in which 
Matt Tracker’s son Scott has been 
kidnapped by VENOM and is being 
held in their moon HQ. No prizes for 
guessing what you’ve got to do. 


Hubbard move confirmed: As Buzz 
exclusively predicted in the 
December ish, software soundtrack 
supremo Rob Hubbard has now 
officially joined the Electronic Arts 
team and will in the future be working 
solely for them. He’ll be based in EA’s 
American HQ, but will also be working 
in association with the company’s 
burgeoning British software 
development team on British- 
originated products, the first of which 
is projected for release in June. 
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READERS COIN-OP CHART 
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OUTRUN 

Ho hum. Your charts have been 
pouring in in even greater 
volumes than ever before, and 

_ fhpvVp ffinctlv CAi/inff tho camp 

23 

DOUBLE DRAGON 

i v iiiudiiy saying inc same 

thing as last month: Out Run, 
Double Dragon, Afterburner and 

31 

AFTERBURNER 

- R-Type remain the top four. But 

there is a re-entry for Road Run - 
_ ner at number five spot. Keep 

4 RE R-TYPE 

’em coming, coin-op freaks, and 
remember that the first five top 
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T-Shirt. So tell us whether you’re 

“S”, “M” or “L”. 
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We took the seven trillion answers yon sent ns in response to onr Crucial Poll. 
We discarded the twenty-five billion that were obscene, unintelligible or 
contained references to Chelsea Football Club. We fed the remaining 
ninety-three squillion into onr data-response-accumulator-synthesis- 
modulator. We pressed the red button, then the blue button, then the 
lime-green button. We waited for the whirring to stop and the smoke to clear. 
We looked at the random-statistical-interpretation-anode-monitor. And this is 
> what we saw: 
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BEST SIM (SPORTS). 

I California Games (Epyx/US Gold) 
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m/7\: 


2. World Games (Epyxffl Gold) 

3. World Class Leaderboard (Access/us 


Gold) /e , 

4. International Karate + (System 3) 


M 


5. Match Day n (Ocean! 

The biggest winning margin of anr 
category, California Games annbilated 
all comers -and VS Gold compounded 
their dominance by taking second and 
thir d place too. 
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BEST ADVENTURE. 




1. Defender Of The Crown (Mirrorsoft) 

2. Guild Of Thieves (Magnetic Scrolls) 

3. The Pawn (Rainbird) 

4. Stationfall (Infocom) 

5. Knight Ore (Rainbird) 

It’s been a healthy twelve months for 
adventures, and this was one of the most 
closely fought categories, with Mirror- 
soft’s Defender just nosing ahead of 
Magnetic Scrolls’ Guild for top spot. Fair 
do’s, too, to Rainbird who managed to get 

l&Qttwo in the top Gve. 

»OJ 




i 




n.lihlii:' 


L 'V 














(RS POLL RESULTS 


jjsrrttW 1 ® 10 - 

m i Crocodile DBBdee 

ssar** * i 

■ s^jssisss 

£«S»' ■"USS** “'i 

SJStf* 



1 


££?«»* 


BEST LP. 

1. “Bad” (Michael Jackson) 

2. “Now 10” (Various) 

3. “Bridge Of Spies” (TPau) 

4. “Hysteria” (Def Leppard) 

5. “Invisible Touch” (Genesis) 

Wacko Jacko topped the charts here, 
beating the latest “Now” compilation by a 
several lengths—no surprise there. But 1 
we were amazed how many of you threw ' 
your lot in with the rather wimpy TPau 
whose main claim to fame would seem to 

J be pervlidousness of lead singer, Carol / 
Decker. 
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CBM 64/128 and PLUS 4 COMPANIES PACK 

Sales/Purchase/Nominal Ledgers with Invoicing 

and Stock Control, Disc. £24.95 

PRECISION 

Superscript 64. £24.95 

Superbase 64/4-4. £24.95 

Superscript 64 

& Superbase 64. £ 44.95 

Superscript 128. £29.95 

Superbase 128. £29.*95 

Superscript 128 

& Superbase 128. £ 54.95 

Superbase, The Book. £ 11.95 

GEOS Version 1.3 
CBM 64/128 Operating System 
Including: Desktop, Geowrite, Geopaint, 
and Desk Accessories, Disc 

CBM64 . £26.95 

CBM128 . £34.95 

GEODEX/DESKPACK 

Combined Database with powerful Mailmerge 

function. Also contains Artgrabber Graphic 

Images, Calendar and Icon Editor. £ 21.95 

GEOCALC 

Geos-based Spreadsheet . £24.95 

GEOPUBLISH 

Pbwerful Geos-based Desktop Publishing 
System allowing combined Text, Graphic Images 

and Line Graphics. £ 34.95 

I CONTROLLER* 

Geos-compatible Joystick. Fits onto 

keyboard. £ 12.95 

*FREE OF CHARGE WITH PURCHASES OF 
TWO OR MORE GEOS PACKAGES 
WRITERS WORKSHOP 
Professional full-feature Wordprocessor. 

Integrates with Geopaint, etc. £ 21.95 


AMIGA RANGE 


AMIGA A500/CBM MONITOR OFFER 
AMIGA A500 with COMMODORE 1084 
HIGH RES COLOUR MONITOR, 

Mouse, Workbench, Basic and 

DPAINT Software. £679.00 


AMIGA A500 

Upgrade to 1 Mb. £113.00 


AMIGA A500/8833 MONITOR OFFER 
AMIGA A500 with PHILIPS 8833 HIGH RES 
COLOUR MONITOR with STEREO SOUND 
OUTPUT, Mouse, Workbench, Basic 
and DPAINT Software. £699.95 


AMIGA A500 PACK 1 

with Mouse, Workbench, Basic, DPAINT, 

TV Modulator, 40 Disc Storage Box, 

Dust Cover, 10 Games/Utility Discs, plus 
Demolition, Space Battle and Cruncher 
Factory . . £458.85 


COMMODORE 1084 

HIGH RES MONITOR. £329.95 


AMIGA A500 PACK 3 

with Mouse, Workbench, Basic, DPAINT, 

Demolition, Space Battle, 

and Cruncher Factory . £429.95 


AMIGA A500 PACK 2 

with Mouse, Workbench, Basic, DPAINT, 

40 Disc Storage Box, Dust Cover, 

10 Games/Utility Discs, plus Demolition, 
Space Battle and Cruncher Factory. £438.85 


PHILIPS 8833 COLOUR MONITOR 

High Res with Stereo Sound Output. £279.95 


AMIGA 1Mb 2nd Drive. £129.95 

Including 10 Discs 

AMIGA A2000 COMPUTER with COMMODORE 
1084 HIGH RES COLOUR MONITOR 

Including 1 year on-site maintenance . £1259.00 


WRITERS WORKSHOP 128. 

. £34.95 

NEW COMMODORE PRODUCTS 


FONTPACK 1 


MPS1200P 


Additional fonts for Geos. 

. £16.95 

Dot Matrix Printer. 

. £229.95 

GEOFILE 


MPS1500C 


Geos-based Database. 

£24 95 

7 Colour Dot Matrix Printer. 

. £349.95 

GEOSPELL 


Both include AMIGA Printer Lead 


Geos Spellchecker. 


1581 3 \” Disc Drive. 

. £199.95 



Including 10 Discs 



THE NEW STAR LC10 Dot Matrix Printer 

★ 120 cps Draft 30 cps NLQ ★ Friction and Tractor Feed 

★ 5K Buffer ★ Paper Parking Facility 

★ 6 Resident Fonts and 7 Different Print Pitches 

Selectable from Front Mode Select Panel 

Commodore Serial or Centronics . 

Including FREE GEOS worth £26.95 

.. £199.95 

1541C DISC DRIVE. 

£169 95 

OCEANIC OC118N. 

£139 95 

Commodore Compatible Disc Drive 

Including GEOS, plus either: 

Software Pack A 

6 Disc Adventure Games plus 5 Disc Arcade Games 

Software Pack B 

Easyfile Database, and Future Finance Planning Package 

• ■ % IWWiWV 


HIGH PERFORMANCE 24 PIN Dot Matrix Printers 

with Immaculate Letter Quality Mode 

NEC 2200 

★ 168 cps Draft, 56 cpsLQ ★ Friction/Tractor Feed ^ 8 K Buffer 

★ 360 x 360 Graphic Resolution . £379.00 

AMSTRAD LQ3500 

★ 135 cps Draft, 45 cps LQ ★ Friction/Tractor Feed 

★ Over 100 Typeface Combinations . £299.00 

Both printers include AMIGA Printer Driver Software 


CBM 64 Ram Expansion 256K. £99.95 

CBM 128 Ram Expansion 128K. £99.95 

CBM 128 Ram Expansion 512K. £149.95 

SUPER G 

CBM to Centronics Printer Interface. £34 95 

FINAL CARTRIDGE 3. ; ] £ 39.95 

COMMODORE 560P 

2-colour Dot Matrix Printer, takes 2|in. roll paper.£49^95" £29.95 

MPS803 TRACTOR FEED UNIT. £29.95 

CBM 64/128 MUSIC EXPANSION SYSTEM 

Including Keyboard, Synthesiser and Software. £75.00 

COMPOSER/EDITOR SOFTWARE 

For Music Expansion System, Tape or Disc. £24.95 

ACTION REPLAY Mk IV 

Tape to Disc Back-up Cartridge. £29.95 

NEOS MOUSE 

WITH CHEESE SOFTWARE, Tape or Disc. £24.95 

COMMODORE C2N DATA RECORDER. £29.95 

PRINTER RIBBON OFFER 

MPS 801, 802 Ribbons. £5 95 

mps 803 &mps 1000 .£ 4^5 

DPS 1101 Multi Strike. £3.50 

BUY FOUR AND GET ONE FREE! 


CITIZEN 120D DOT MATRIX PRINTER 

Commodore Version (with 64/128 Printer Lead). £159.95 

Centronics Version (with AMIGA Printer Lead) .. £159^95 

Commodore 1901 Colour Monitor. £219.95 

Philips 64/128 Green Screen Monitor. £89.95 

Commodore 1541C Disc Drive. £159^95 

Philips Colour TV Tuner 

For use with any composite monitor including 

1701,1801,1901 & 8833 . £78.95 

PERSONAL CALLERS AND EXPORT ENQUIRIES WELCOME 

ALL OFFERS STRICTLY SUBJECT TO AVAILABILITY 
ALL PRICES SUBJECT TO CHANGE WITHOUT NOTICE 

ALL PRICES INCLUDE V.A.T. UNLESS OTHERWISE STATED 


r 


To order, either send cheque/P.O. with coupon or ring (0533) 517479/21874 with 
Access/Barclaycard number. Please allow 7 working days for delivery from receipt of order o 
cheque clearance. 

Please add £1.00 towards carriage and packing on any software order. 

Hardware orders add £1.00 under £65.00 value, and £5.00 over £65.00 value. 

Printer orders add £5.00 towards carriage. 


Send to: Dept. No. CU 3, Dimension Computers Ltd., 
27/29 High Street, Leicester LEI 4FP. 

Tel: (0533) 517479/21874 Fax: (0533) 511638 
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Hop into a transporter and bun off. 


Special F XI 
Ocean 
64/128 
Price: £8.95 


into the first level, the idea being to 
work your way through the levels, 
and hence across the grid so you 
can trip the switch that shuts the 
whole thing down. 

Shutting down each level is the 
core of the game. You pilot your 


Entering a power unit. 

shows you where you are) you'll 
have to use transporters to hop 
around various sections. To utilise 
these you have to succeed with 
another piece of deft timing. Your 
ship spins in the centre of a lot of 
green and red lights and you have to 


structures to bleed blue droplets 
Wizball -style which can then be 
collected to top up that lost energy. 
It's a bit like cosmic lucozade. 

Once you succeed in shutting 
down the four power units you'll be 
taken back to the grid where you can 


W hat a brilliant idea! Nolan 
Macaskill and Michael 
Fish, no snow at Easter, 
no wet summers, no late hurricane 
warnings. So there are you after 
several years in deep space 
returning home looking forward to 
relaxing in perfectly adjusted 
temperatures only to find all the 
weather stations have GONE 
PIGGIN'WRONG! I suppose you'll 
have to fly around the 24 weather 
stations and close them down 
before you can put your feet up. And 
that is Special FX' new game Firefly. 

You begin on a grid, a sort of 
galactic chessboard and move a 
figure into a square. This takes you 

Brick based level. 


ship around the various zones 
looking for power units. To shut 
each unit down you have to collect 
four pieces of, well 'cosmic snot' 
was how programmer Tony 
Pomfrett described it to me. Anyway 
when you have a handkerchief full of 
it you can enter the unit and shut it 
down. Turning off the power is little 
more than an exercise in timing. 

As you explore each level (a small 
map at the bottom of the screen 


hit three green ones. Each time you 
hit a green light though, the ship 
spins quicker. 

A mass of aliens dotted round the 
various systems will also sap this 
energy. Your only defence is a fairly 
puny ring of boomerang bullets 
which circle your ship. The only way 
to restore lost energy is to shoot the 
odd floating fish which passes very 
every now and tgain. Hitting it and 
catching it causes the background 


DIGITAL POINTS DISPLAY , 


CURATING 


move your figure another zone 
closer to the main switch. 

Firefly takes its inspiration from an 
old game called Zone Ranger. Firefly | 
is particularly original game in its 
own way and has lots of ideas 
contained within it. The graphics 
(put together by Karen Davies) are 
colourful and detailed, the sound 
neat and effective whilst the little 
sub games give it a diversity of 
interest that I found missing from 
something like Hunter's Moon 
which it resembles. In all Firefly is a 
very polished package and it proves 
that Hysteria was no one-off. 

Mike Pattenden. 
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K onami's coin-op received a 
fairly mellow reception when 
it first appeared almost a 
year ago — arguably because its 
release was overshadowed by that 
of two breath-taking racing games: 
namely Konami's WECieMans and 
Sega's Out Run. Still, its popularity 
hasn't stopped Imagine converting it 
to the 64. 

Gryzor is a shoot 'em up — more 
accurately, a mixture of three types 
of shoot 'em up spread over eight 
levels. Taking control of crack 
commando Lance Gryzor it's up to 
you to battle through and disable 
enemy outposts before penetrating 
and destroying the mothership at 
the end of the last level. On the first 

Dishing out a dense dose of death and destruction at the end of the first level. 


Lance stands his ground in 
the control room of the 
second enemy outpost. 
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level Lance has to negotiate a short, 
horizontally scrolling landscape, 
avoiding or destroying enemy 
soldiers and gun emplacements. 
Collecting the red pods found along 
the way gives you one of four extra 
weapons — rapid fire, laser, scatter 
or shield. Sadly, you can only have 
one of these goodies active. 

Having reached the end of the 
level and blown a hole in the wall of 
the enemy base, Lance has to find 
his way to the control room via a 
simple tunnel network. However, 
the corridors are patrolled by enemy 
guards, who are best shot before 
they shoot you, and a deadly electric 
barrier which prevents progress... 
until the relevant switch at the end 
of the corridor is destroyed. 

Once the control room has been 
destroyed the second outpost has to 
be penetrated and erradicated, 
which involves completing a more 
difficult tunnel network and an 
extremely well defended control 
room. 

The seventh level is another 
horizontally scrolling landscape, 
only this time it's a lot longer, more 
varied and considerably harder. 
Giant, boulder-spitting American 
footballers make a bizarre and 
unwelcome appearance, along with 
electrified barriers and a fireball¬ 
breathing dragon's head at the end 
of the level. 

Destroying the beast allows you to 
enter the mother ship and attempt to 
reach its centre to destroy it. And 
believe me, this is far from easy. In 
fact the whole game is far from easy. 
The main problem is having to use 
the space bar to jump — and as the 
action hots up it becomes 
increasingly difficult and frustrating 
trying to manoeuvre Lance, shoot 
maurading enemy soldiers AND 
jump at the same time... 

The problems of control and 
toughness undermine this 
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conversion of Gryzor. It certainly 
falls below the standards Ocean 
have created recently with the 
release of Platoon and Rastan Saga. 
Nevertheless as conversions go, 
Gryzor isn't a disaster. The graphics 
and sound could certainly have been 
better, (Martin Galway is sadly 
missed) but I must own up to 
deriving some perverse gratification 
from playing it, so if you're a 
masochist this is right up your 
street. Everyone else ought to think 
twice before splashing out. 

Gary Penn 


Yoiksf Only 21 seconds for Lance to battle through the corridors to. . 


The heavily guarded entrance to the second outpost 




As the graphics get worse the action gets harder. 


1UP 00X60600 HI 2UP 00000000 


1UP 00064000 

REMAIN 4 

RIFLE 


hi 2up eooeooeo 

00064880 REMAIN 0 

BARRIER OFF 


Video 

Audio 

Toughness 

Endurance 

Vfu 


Lnl LL.LLin.LJLL.L 

rTTTTTTTT 

ii t i t i i i i 

Trrm 

JTTTTT 

TTTTT 

rTTTTTTTT 


TTTTT 

TTTTT 
















TTTTT 








CU RATING 


Not even icy wastes deter Lance Gryzor from completing his mission. 












































































64/128 
Cascade 
Price: 
£9.95/cass 
£ 14.95/disk 

C ascade would be the first to 
admit that the basic game 
concept behind Traz isn't 
startlingly original: you've got to 
use bats and balls to dislodge bricks 
until the screen is cleared. Yes, it's 
Breakoutior the umpteenth time. 

But it's the frills that are worth 
talking about, and, as a certified 
Breakout nutter, I can confirm that 
the frills on Traz are pretty neat. 



Traz, incidentally, is short for 


Transformable Arcade Zone. Why 
Transformable? Simple: one of the 
major features of this package is that 
it contains what is, at least to my 
knowledge, the first ever Breakout 
Construction Kit. Why no one ever 
got around to doing this before is a 
mystery to me. The editor is a wee 
bit user-unfriendly, but once you've 
worked out how to use it you can 
construct your very own screens. 
There are a plethora of possible 
arrangements from vertical, hori- 

Where will the distorting ^ 

blocks send the bail? 

zontal, indestructible, distorting and 
monster-generating blocks, "traps" 
{areas which you've got to keep the 
ball out of — Traz allows you to lay 
them on any of the four walls, not 
just at the foot of the screen), bats 
(you can have more than one, be¬ 
side each other, perpendicular to 
one another or even stacked) and 
balls. Even if you're not generally 
into building-your-own games, you 
should have a shot at this. The 
on-screen instructions may be con¬ 
fusing, but the end results are im¬ 
pressive. 

But even without the Construction 
Kit option, Traz would be a pretty 
fun game. The idea is that you have 
to battle your way through a multi¬ 
screen complex (you choose from a 
variety of opening screens, simply 
by pressing run/stop). The arrange¬ 
ments of blocks are considerably 
more complex than, say, Arkanoid, 
largely due to the fact that you are 
often asked to control more than 
one bat on different screen walls. 
Even if you're playing with a mate in 
the two-player team mode provided, 
it can be fairly tricky trying to cope 
with traps scattered about the play 
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Screen Scene 


area, and if you're on your own you 
can get seasick trying to use your 
joystick's up/down plane to move 
one bat and the left/right plane to 
control the other. 

One trap, two bats and a 
houseload of bricks. 

The bricks you're trying to take out 
come in two classic shapes—hori¬ 
zontal and vertical. You can't do 
anything about the indestructible 
ones or the transparent ones which 
distort the ball's flight: they're simp¬ 
ly put in to make things tougher. 
There are also different kinds of 
monster icons which appear and 
float around the screen, Arkanoid- 
style, and can affect the ball's flight- 
path if it touches them. 


The destruction of a brick is fre¬ 
quently accompanied by a falling 
question-mark icon which can be 
picked up with your bat (assuming 
you're not too occupied keeping the 
ball out of the trap). There's no way 
of telling what effect any one of 
these will have: some give you an 
instant multi-ball or a temporary 
brick-shooter housed in your bat; 
some will slow the ball down or 
speed it up to an uncontrollable 
pace; some distort the ball's flight; 
and one beauty even "smart- 
bombs" the entire screen, thereby 
giving you an instant passage to the 
next level. 

You get five lives, with a bonus life 
awarded for each level completed, 
but believe me, this isn't over- 
generous: even on the initial 
screens, you're going to have to be 
lucky not to drop one or two, and 
once you get on to any of the second 
stages (these vary according to 
whichever start-off level you 
selected) you'll be faced with some 
very tough challenges indeed. Fre¬ 
quently you'll have to control four 
separate bats at once, assuming 
you're playing by yourself. 

Traz— you’ll be trapped 
too. 

No, I don't think you're going to 
tire of Traz in a hurry. Cascade have 
taken the proven tooth-grinding 
compulsiveness of the genre and 
enhanced it with a host of clever 
touches. The endlessly varied 
screens, the multi-plane bats, and 
the inclusion of a construction kit— 
the presence of any one of these 
features would make this game 
worth a look for the serious Arka- 
freak. By cramming all of them, and 
more, into one product, Cascade 
have done us proud. 

Nick Kelly 
















































YOU CAN’T CALL IT A SIMULATION, THERE’S 
TOO MUCH ACTION. YOU CAN’T CALL IT AN j 
ARCADE, THERE ARE TOO MANY REAL / 
DECISIONS. YOU’D BETTER JUST CALL FOR £M 
BATTLESTATIONS! //M 


DIRECT YOUR POWERFUL SHIPS IN THE 
PACIFIC. EACH COMMAND REVEALS 
ARCADE ACTION AND SKILL 
TO COMPLETE. 


USE THE BIG GUNS TO POUND ENEMY 
POSITIONS SEND IN THE MARINES. 
TORPEDO THE JAPANESE DESTROYERS. 


FIGHT A REAL WAR WITH 


4^ ACQOLADE a POWER AT SEA ARE TRADEMARKS OF ACCOLADE, iNC., CUPERTINO, CA, USA. IN EUROPE, ACCOLADE PRODUCTS ARE BROUGHT TO YOU BY 
fil.ECyfcONJC AR TS LTD. WE PRODUCE HOME SOFTWARE ON A WIDE RANGE OF COMPUTERS. FOR A BROCHURE AND THE LOCATION OF YOUR NEAREST STOCKIST, 
/ CONTACT: ELECTRONIC ARTS, 11-49 STATION ROAD, LANGLEY, BERKS SL3 8YN, TEL: SLOUGH(Q7S3) 4646$. DEALERS PLEASE CALL (07S3) 40906. 
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Accolade/US 
Gold 
Price: 
£9.95/cass 
£ 14.95/disk 



wasn't enough to master, the 
program gives individual names and 
characteristics (speed, toughness, 
etc.) to each player on each team. It 
all seems like a tremendous amount 
of studying to do before you so 
much as get down to the line of 
scrimmage. 

Anyhow, when you've decided 
that you're as ready as you'll ever 
be, you select one of the two teams 
and give the other either to your 
mate or the computer. Press the fire 
button and one of the ill-defined 
little figures boots the ball. The 
screen initially shows the area 
surrounding the half-way line, with 


Screen Scene I 




some exercise. 

sequence follows during which you (controlled by you) who can then 
try to guide this player as far back up decide whether to throw, kick or run 
the field as you can before the the ball, and when to do so. Perhaps 
opposing hordes swarm around and there's some very subtle skill 
tackle you. involved in calculating exactly when 

Once the tackle has been made, to let your pass (the most common 



F or those of you who are not 
familiar with the sport of 
American Football the first 
thing to note about 4th & Inches is 
that there's absolutely no point in 
loading it up, pressing fire and 
seeing how well you get on: a 
lengthy perusal of the drab 
instructions sheet is unavoidable. 
American football, you soon come 
to understand, is heavy on tactics, 
and you have to try to work out from 
the meagre information provided 
what moves like "Draw, Run", 
"Short Curl, Pass" and "Streak, 

Long Pass" actually mean on the 
field of play. 

There are some 36 different plays 
possible in all, 16 possible team 
formations plus all the different 
player positions (although there are 
only eleven team players on the field 
at any one time, just like in the real 
thing specialist players are brought 
on for specific plays). And, as if that 



The All-Pros convert their touchdown. 



about 10 yards in either direction 
depicted. The ball, of course, travels 
way beyond this area, with both 
teams' players in hot pursuit, but the 
game steps rather than scrolls. 
Incidentally, neither you nor your 
opponent is doing 
anything at all yet 
■the game is 
playing itself. The 
ball is eventually 
caught by a 
player, who 
then flashes to 
show that 
he is now 
operational. 
A short 
arcade 


three successive menus appear 
underneath either player's team to 
enable you to decide the strategy for 
the next play. These menus give you 
five possible team formations, play 
selections and players to choose 
from. If you're playing against a real 
live opponent, your joystick- 
controlled cursor (options are 
represented by North, South, East, 
West or Centre) is invisible, thereby 
keeping your selections secret. If 
you've got possession, the options 
will relate to attacking plays, while 
your opponent is offered a range of 
defensive plays. 

All that happens in the actual 
"Play" is that the ball is passed back 
to the flashing quarterback 


move) fly, but if there is I was too 
dopey to work it out. Basically, 
you've already decided, by your 
various menu choices, what you're 
going to do, and so has your 
opponent, so the skill needed during 
the arcade phase is pretty minimal 
—the game does most of it for you. 
If the ball has been passed you have 
to try to move the receiver you've 
previously selected underneath it to 
make the catch. There are so many 
other players of both sides 
swarming around, and the sprites 
are so poorly defined, that whether 
or not your flashing receiver 
manages to make the play complete 
is totally hit-or-miss. If he doesn't, 
it's back to the line of scrimmage or, 
if the four "downs" have been 
exhausted possession changes. If he 
does, he can try to run upfield, 
avoiding tackles, towards the end 
zone. 

4th & Inches does stick fairly 
closely to the rules and tactics of 
American Football. The quarters tick 
away, you can call time outs, players 
do intercept passes and hand off 
tackles. But so much of the 
gameplay is automatic or 
predetermined that there's very little 
sense of playing the game yourself. 

You get all the frustrating 
interruptions of American Football 
with absolutely none of the thrills, 
skills and spills. A Long Pass? I think 
I would if I were you. 

Nick Kelly 
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HELP THE FRENCH RESISTANCE, YES 
GET CAPTURED, NO THANKS. 




E.HEMV FIGHTER ATTACKING FRONT 


PfND AND SURVIVE 
SCAjfE ACTION. 
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ACCOLADE & THE TRAIN: ESCAPE TO NORMANDY ARE TRADEMARKS OF ACCOLADE. INC.. CUPERTINO. CA. USA. IN EUROPE, ACCOLADE PRODUCTS ARE BROUGHT TO 
YOU BY ELECTRONIC ARTS LTD. WE PRODUCE HOME SOFTWARE ON A WIDE RANGE OF COMPUTERS. FOR A BROCHURE AND THE LOCATION OF YOUR NEAREST 
STOCKIST, CONTACT ; ELECTRONIC ARTS. 11-49 STATION ROAD. LANGLEY. BERKS SL3 8YN. TEL: SLOUGH (07S3) 46465. DEALERS PLEASE CALL (0753) 40906. 
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D espite many requests 
Firebird don't seem to want 
to supply me with a scenario 
for 10, so I've put my creative talents 
to the test and written a seven 
volume novel. Here however (due to 
limitations of space) is a short precis 
of its main elements. Shootdahell- 
outaeverygoddamthing! 

In their own brazen words 10 is a 
“horizontal shoot 'em up in the 
R-Type style". What they're trying to 
say is that they've ripped the hot 
coin-op off. There again if you're 
going to rip off an arcade shoot 'em 
up then the Irem game is the one. 
What is remarkable is that 10 is so 
good. What is even more 
remarkable though, is that 
programmer Douglas Hare and 
graphics artist Bob Steven have 
never written a game before and are 
really only known for their work on 
Compunet. It really is quite a 
remarkable debut. 


There are only four levels in the 
game, but they are quite long and 
when you repeat them they increase 
considerably in difficulty. They all 
follow a similiar format with a 
surface below and above and wave 
after wave of craft which attack you. 
waiting at the end of each level is the 
by now standard extra big monolith 
of a nasty. 

The four levels come in a selection 
of tasteful colours with a selection of 
tasteless nasties. A dropship 
deposits you into the first level, a 
pinky metallic corridor with gun 
turrets top and bottom, whirly R- 
Type snakes and lasers which shoot 
from top to bottom of the screen and 
cut through your little ship like a 
scalpel. A large spaceship blocks 
your way into the next level, destroy 
it and you go on to the junglescape. 

This is a tunnel swathed in 
creepers and populated by the kind 
of plant not even Prince Charlie 
would speak to. Pod-like plants open 
their leaves and spit out little buds of 
death whilst bulbs fire wicked laser 
bolts diagonally across the screen. A 


Beat this one and you can put your foetus up. 
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leering skull awaits at the end of the 
creeper clad corridor. 

Level three is a red lunar 
landscape where deceptively pretty 
bubbles float around, touch them 
and like your dreams they fade and 
die. Make it as far as the end and a 
mountainous rocket launcher 
pumps huge slices of photon 
ectoplasm at you. 

The final level consists of a matted 
mess of blue spines which not only 
cramp you for room top and bottom 
but hinder your path going forwards 
too. To complete the circle a 
massive foetus guarded by another 
snake confronts you. It takes a whole 
bank of shots to finish this baby off. 

Your only assistance throughout 
the game is a little extra weaponry. 
You gain it by shooting small green 
orbs which appear every now and 
again on each level. Shooting it once 
turns it into a gun which when 
picked up doubles your firepower. 
Get another and your firepower is 
tripled. Grab another and a little 
sphere will attach itself to your wing. 
You can have a total of two after that 
the green minty things just give you 
smart bombs or extra lives. 


COMfO 

To celebrate the launch of this wowza blast we’ve conned 
Firebird into giving away a John Logie Baird box. That’s a cute 
but colourful 14 remote control TV. Win this and you’ll never 
have to unplug the TV in the living room to wire up your 
computer. And you’ll never have to get up to switch over from 
Football Focus to Saint and Greavsie on a Saturday. You won’t 
even have to get out of bed. 

How do you win this? Well since you all loved drawing 
rampaging monsters so much {we had about a trillion entries for 
that compo) we thought you’d like to put brush to paper again. 
You’ve seen our efforts at thoroughly horrible end of level type 
monsters on the front cover, and on the poster, now it’s your 
turn to draw, paint, do a collage or whatever of a disgusting 
sickening alien under attack from a ship manned by the CU 
Crew. Get the picture? (Ouch) Oh, and there’s twenty copies of 
the game for runners up. 

Entries to reach us by March 18th with the winning entry to 
be reprinted. Send ’em to Vile Alien Compo, CU, 30-32 
Farringdon Lane, London EC1R 3AU. 


programming (if a little too difficult) 
with great graphics and a hugely 
enjoyable blast. Put Bob and Doug 
to work on something else quickly! 

Mike Pattenden 


R-Type is currently under 
conversion to the 64, but if 
Activision can do better than this 
they deserve a lot of credit. Whilst 10 
isn't a complete copy, level for level, 
it does possess all the elements that 
made the Irem game such a joy to 
play. It's a class piece of 
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the next highest weapon, but as you Emergency Package: activated by 
have a time limit for each level this pressing run/stop this gives you all 
can not be recommended as a way the extra weaponry just in case the 
to build up your arsenal. going gets too tough. 

Task III is an inverted shoot 'em up The quality that makes Task Ilia 

in the sense that you automatically good game rather than the bad one 

start off with all the additional is its addictiveness. It really has to 
weaponry. What you can collect is be played to be believed, I'm 
varied, nothing dramatically hooked, 

different, but pretty deadly all the The graphics, aside from a couple 
same. To blast with you get a tri- of neat enemy sprites, aren't very 
laser front gun, rear lasers, and side special and the in-game FX are all 
lasers. On top of this you get smart out-dated. But Task III has the sort of 
bombs and a protection satellite challenge that makes up for its lack 
which surrounds your ship of originality, 

destroying anything that gets too Mark Patterson 

close. The next best weapon is the 
dimension warp which casts you 
into another dimension, causing all 


omewheredeepinthe ; J|| You are Prince Tomos (very 

psyche of computer trendy) the last survivor of the 

programmers resides the Cappin Wars Rebel Star Fleet, and 
memory of Andrew Braybrook. With it's down to you to destroy the evil 
classics like Uridium and Paradroid emperor Colon who resides behind 
he became the godfather of the a protective wall of sixteen privately 

shoot 'em up market. And as we all commissioned star systems, 
know imitation is the sincerest form After the game loads your ears get 
of flattery. an audio battering of a first rate tune 
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Rainbird and the Rainbird logo are registered 
trademarks of British Telecommunications PLC. 


Telecom Soft, First Floor, 
64-76 .Wu Oxford Street 


London U (.7,1 IPS. 


Let us for a moment tamper with the laws of 
physics and reduce you down to the size of 
an atom. 

Quite a task you may say, but you didn’t count 
on the help of ANDREW BRAYBROOK, 
software pioneer and atomic genius. 

At first glance, your new universe may seem 
quite friendly, at least very few of its inhabitants 
will be trying to kill you, YET. But don’t get too 
comfortable, the longer you’re there, the more 
hostile they become. 

You see, you’ve got to destroy the orbitals 
surrounding the central nucleus and surprise 
surprise, orbitals hate being shot at. So they 
release a fearful array of semi intelligent‘morphs’ 
in retaliation. The longer you take to wipe them 
out, the smarter they get. They even have the 

Morpheus is available by mail order. Send your order and remittance to:- The MarketingDept., 
Telecom Soft, First Floor, 64-76 New Oxford Street, London WC1A IPS. 


audacity to gain immunity to your weapons. 

Not fair I hear you say, but this time you’ve 
overlooked the brilliant team of research 
scientists headed by Professor Braybrook 
himself, who can be commissioned to build more 
powerful weapons and systems for your exclusive 
use. You could become invincible, with an 
awesome battle cruiser filling over half the screen, 
AND YOU’LL NEED IT. 

With 50 successive levels, an outstanding 
variety of visual effects, four layered parallax 
movements in any direction and some whacky 
sounds by Steve Turner, Morpheus will show you 
what your hardware can really do. 

Out now on Commodore 64 
Cassette £14.95. Disc £17.95 
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I n 1961 President John F. 
Kennedy gave NASA the task of 
landing a man on the moon and 
returning him safely to Earth. Seven 


years later American astronaut Neil 
Armstrong descended the ladder 
from his lunar module and with the 
now immortal words, “one small 
step for man, one giant leap for 
mankind", he became the first man 
to land on the moon. Now with 
Apollo 18 it's your turn. 

So yours truly the reject from the 
right stuff donned his white EVA suit 
and helmet and prepared for launch. 
The disc drive whirred and clunked a 
bit then the telly said “Apollo 18 
ready for launch." Following this 
there was some nice pictures, more 
speech, and finally the game! I 
pressed the button to start. The 
computer told me to proceed to 
telemetry, whatever that was. So 


back to the instructions. The 
telemetry screen is like the interlude 
screen which occurs between most 
of the missions where you have to 
switch on bits of your rocket in order 
not to fry yourself or your crew. Also 
at later stages you are required to 
enter a specific program number for 
the in-flight computer to run. So I 
switched everything on and went 
back to the launch screen. 

The concept for the launch screen 


Planet earth is blue and there's 
1 1 can do ... 


I m stepping 
through the door 




























































APOLLO 18 
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We have splashdown! 


is original but it distracts you from 
all the pretty graphics going on. The 
display for the level shows half of 
the screen as instrumentation, the 
other half the paranoid boffins in the 
mission control room. In the centre 
of the room is the view screen which 
shows your rocket launching at 
various levels of closeness, and very 
effective it is too. 

When you execute the launch you 
get more speech telling you the 
countdown has started and the 


boosters have been switched on. To 
control the functions like activating 
the boosters and ejecting spent 
rocket stages, there is a small gauge. 
Every now and again a red bar 
appears which darts to the other 
side, you have to press the fire 
button and stop the bar as close to 
the line at the centre of the gauge as 
possible. If you stop the bar too far 
away from the line the launch will be 
aborted. You have to do this four 
times for each stage of the rocket, 
but on the second stages and above 
you have a set of left/right giros to 
control as well. If you let these 
overshoot more than three times the 
launch will again be aborted. This 
may sound easy, but trying to keep a 
close eye on two sets of gauges 
while watching the pretty graphic 
effects and keeping an ear open for 
the excellent speech is no mean feat. 

If you manage to make it out of the 
Earth's atmosphere, the display 
changes to that of inside the cockpit, 
with your legs sticking out the 
bottom of the screen surrounded by 
various controls and readouts, with 
a monitor screen to the right. Then 
you have to dock with an orbiting 
space station. To do this you have to 
run the programs through the 
telemetry screen, then line up the 
cross hairs on the small display 
screen with the target space station. 
Get it right, go slowly enough and 
you'll fly straight into the docking 
area. 

The next stage is the in-flight 
course corrections. This is a wee 
bitty boring, just wait for the 


countdown to finish then hold down 
the fire button until some numbers 
on a display in the top left of the 
screen start whirring round, then 
release. Nothing to it really. 

The next stage is to land on the 
moon. This is rather tricky. You have 
to guide the lunar module down via 
a map display. To manoeuvre you 
have to fire the control rockets in the 
opposite direction to which you 
want to go. So to go right you need 
to pull left and to go left you need to 
pull right. Then when you get into a 
satisfactory position, you have to 
put on the brakes to slow down 
enough to land. This all may sound 
easy, but you only get three 
attempts. 

After landing comes the moon 
walk. You have to reach the 
Surveyor III and get back to your 
lander again without running out of 
oxygen. You pull right on the 
joystick to pick up speed, and left on 
the joystick to lean back when you 
complete one of those funny little 
jumps. To correct any deviations in 
your course you can pull up and 
down on the joystick. 

Once you're back in space your 
penultimate mission is to practise 
grabbing satellites for repair. You 
start this mission by pressing fire to 
release the first satellite. Your outer- 
space fumblings will be recorded on 
one of three different cameras. To 
grab the sattelite, you hae to be in 
exactly the same dimension as it. 
What I mean is the stage is played in 
three dimensions, you can move in 
and out by using the cursor keys, 
and you can jet pack around. To aid 
you there is a special motion tracker, 
which is very fiddly to use. When 
you are level with a satellite you 


must be facing it and be 
travelling really slowly in order to 
activate your space hook and grab it. 
This is the only mission I didn't like, 
as I found it tedious and too taxing 
on the mental resources of a 
weary astronaut. 

Finally there is the re-entry. After 
activating about a half dozen 
programs you have to complete the 
task of keeping a crosswire centre 
on a round ball. Sounds interesting 
doesn't it? In fact it is pretty hard, as 
the further from the centre you get, 
the further off course you go the 
hotter it gets, if tempeature exceeds 
five-thousand degrees, you and 
your men fry. 

When you complete a mission you 
are given several neat high-res 
screens and a lot of speech. If you're 
lucky you would have splashed 
down perfectly to the American 
national anthem, or to mission 
control saying, "you're way off 
course Apollo". Either way it's still 
good. 

Apollo 75 is a really great game, it 
actually feels good to play. The 
graphics are good with lots of extra 
touches and special effects here and 
there which really spice it up. The 
sound is pretty remarkable, the 
effects are good, but the speech 
can't be faulted either. It's not that 
the speech is very high quality, (I 
don't know whether it's bad in 
intended to sound like it's really 
being broadcast across millions of 
miles) but there is loads of it. A 
highly entertaining piece of software 
which I really liked, not only original 
but enjoyable too. Definitely one for 
all you budding Kirks out there. 

Mark Patterson 
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Screen Scene 


spaceships' surface, these guns fire 
repeatedly at you, and some of them 
will even revolve and follow you. 
Homing bullets are probably the 
hardest enemy on the the levels that 
you will have to deal with, these 
simply appear from nowhere and 
come hurtling toward you, aiming to 
destroy one of your three lives. 

One of the game's most 
infuriating aspects is its control. You 
can move in all directions but when 
you move sideways you seem to go 
a lot faster than you do when you go 
backwards or forwards, which does 
not do you too much good when are 
trying to dodge an army of 
spaceships. 

At the end of many of the levels 


Bonus screen 


S ince U.S. Gold flooded these 
offices with literature on their 
new label GO! they have 
failed to live up to what we all 
expected of them. Clearly GO! hope 
this will be the one to change that 

If I were not in such a kind mood, I 
would say that this plot is about as 
interesting as watching Holiday on 
Ice outside a branch of Radio 
Rentals in Walthamstow whilst it is 
snowing. I'm pretty sick of all this 
“Fly your X352.6Mark3warp speed 
mega-galactic cruiser... only you 
can save the Andromeda interstellar 
univeral freedom fighters... “type 
waffle. Why can't they just live with 
the fact all they have produced is 
another shoot 'em up and just write 
nothing at all. I could live with it. 

Now that's understood it's time to 
take your ship and waste some extra 
terrestials. The Aliens come down in 
formations of around ten. Although 
they are rather easy to dodge if 
you're in the right place, once you 
get caught on the wrong side of the 
screen, well, that's it. Your ship can 
move in any of the eight compass 
points, and fires a rather mundane 


looking laser. But dodging the ships 
that fly at you (without firing any 
missiles at you whatsoever!) is by 
no means the only problem you 
have. There are guns, and plenty of 
them lining each of the 


there is a little yellow circle with the 
letter Y on it, touching this will send 
you into what must be one of the 
most fun bonus stages that I've seen 
for some time. Your ship is 
transported in to what can only be 
described as a mega-galactic pinball 
table. You must fly through the 


pinball table and try to keep a ball 
bouncing for as long as possible. If 
you do lose the ball you can shoot 
the bumpers and tokens yourself. If 
the ball should hit you, you will then 
be transported to the level which 
you were previously on. If you 
survive the pinball wave you will 
then go on to the next level, and be 
awarded a hefty bonus. 

After every four levels you will 
encounter a mother ship, a very BIG 
mothership indeed. These are very, 
very tricky to kill, as they can only be 
killed when their eyes are fully open. 
Killing these ships will earn you 
another hefty bonus, and give you 
temporary invincibility. 

The graphics aren't exactly 
pioneering but they are a competent 
version of those seen in most 

64/128 
Price: 68.88 

cass/611 

disk 

vertically scrolling shoot 'em ups, 
with realistic 3-D effects, and, a 
rarity nowadays, smooth scrolling. 
The sound is rather average, the 
gameplay can hardly be described 
as original, but it is a reasonable 
shoot 'em up. The cute little pinball 
bonus game makes the package just 
about worth it. 

Ferdy Hamilton. 
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I t's the oldest story in the Book, or 
one of them at any rate. Young 
man wants to marry princess. 

The King doesn't like him and so 
sends him on a quest. And like all 
good stories it begins "once upon a 
time"... so once upon a time there 
was this jester called Jack, 
entertainer to King Maxim of 
Allegoria. 

Jack has his work cut out, because 
the people of Allegoria are well 
cheesed off. The problem, it seems, 
is that their lamps have been nicked. 
Why can't they make do with a 
candle like everyone else? Well, 
these weren't just any old lamps you 
see, they were magic. Ever since 
their disappearance a plague of evil 
beasties has stalked the land and 
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i J* c k confronts a witch during his trek through the forest 


lamps will be returned and having 
your daughter married to an ugly git 
is a small price to pay for happiness. 
Jack is not stupid though, because 
the first thing he does is go and see 
his old mate, the king's sorceror, 
Pratweezle. In return for a few beers 
Pratweezle conjures up two spells 
for Jack; one makes his belt buckle 
fire bolts of pure magic and the 
other gives him six lives—an 
absolute necessity for anyone about 
to star in a computer game. 

So Jack sets out to slay dragons 
and collect lamps, and this is where 
you take over. The first thing that 
really strikes you about Black Lamp 
is the music, it really is brilliant, 
much more sophisticated than 
anything I've ever heard on the 64. 
The graphics are quite impressive 
too. 



people have, on the whole, been 
fairly miserable. Can't say I blame 
them. 

Local folklore, if you believe in 
that sort of thing, has it that the 
lamps were whisked away by 
^dragons, though what they want 
with them is anyone's guess. 
Apparently the black lamp is 
absolutely bursting with magic and 
it is this one, or rather the lack of it, 
that's responsible for all the trouble. 

Meanwhile, back at the castle, 
Jack is doing a midday matinee and 
two evening performances in an 


effort to keep everyone's spirit up. 
But the truth is even Jack feels 
wretched because he has the hots 
for princess Grizelda. Naturally the 
King won't let him marry her on 
account of his not being a prince, 
not being rich, and being ugly and 
stupid. So the Cunning King takes 
Jack to one side and says "You can 
keep your ugly hands off my 
daughter... unless you fancy trying 
to get the lamps back from the 
dragons". 

The King thinks he's pretty smart, 
and he's right. Jack will probably be 


▼ killed and that will be the end of the 

A duel to the death with a fire-breathing dragon—and all for lust! problem. But if he succeeds, the 




Jack avoids a goblin in the castle ground r. 

The opening screen, which is 
different almost every time you play, 
is one of the locations in and around 
Allegoria. Usually it's an interior 
scene, and as well as bare walls you 
will see stairs, a ladder or two, some 
furniture and the odd ledge. Oh, and 
some chests. The chests have 
spaces for each of the nine lamps 
you must collect, and you must get 
all of the lamps, including the black 
one, back into them. 

Some lamps are easy to come by, 
they're just left lying around. Others, 
particularly the black ones, are 
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guarded by dragons which you must 
kill. So it's necessary to do a little 
exploring. There are two ways out of 
most interior scenes, to the front 
and back of the screen. Exits at the 
back are depicted as doors and 
those at the front are indicated by a 
marker at the bottom of the screen. 
To leave by a door all you have to do 
is face it and push forward on the 
joystick. Similarly you can exit 
forwards by facing the marker and 
pulling back. You will then find 
yourself either in another room or 
outside. Interiors are usually made 
up of one screen only, the outside, 
being a much bigger place, scrolls 
as Jack walks to the left or right. So 
Jack travels around Allegoria by 
going left and right and 'in' and 'out' 
of the screen. 

All this would be nice and 



He's not afraid — oh no. Jack can take it like a man. 




goblins do it with fireballs, arrows or 
spears, witches gob on you, then it's 
back to fire from the trolls and 
slayers. That only leaves the 
dragons who, surprise surprise, 
breathe fireballs, and very accurate 
the\^are too. 

When you're not too busy getting 
out of the way of the beasties, or 
giving them a taste of belt buckle 
magic you can go lamp hunting. 
Eventually, if you look hard enough 
you will find a fire breathing dragon. 
Drown the dragon in a torrent of 
magic bolts and, sooner or later, it 


turns black and expires. The lamp is 
now yours for the taking, and you 
can then hot foot it to the nearest 
chest and deposit your prize. Do this 
nine times and you're there. 

There are one or two things you 
can do to increase your chances of 
survival beyond three minutes. 
Collecting shields makes you 
invincible for a while, musical 
instruments increase your bounce 
factor and swords send your belt 
buckle into machine gun mode. 
Without taking advantage of these 
little bonuses you don't have a hope. 
One good way of spotting them is by 
pressing the pause button which 


makes all the sprites flash. 

It's hard to explain exactly what it 
is like so much about Black Lamp. 
Although the storyline is different 
and good fun the game itself isn't 
that original. Nevertheless it is very 
professionally produced, and has a 
lot of polish. In terms of design it's 
faultless and the idea has been 
implemented very skillfully, maybe 
something to do with it being an ST 
conversion. Whatever the reason, 
it's a winner and deserves to do 
well. 

Ken McMakon I 
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Meanwhile, outside the castle , Jack is having problems 


wnda. 


peaceful, what with the Robin Hood 
medieval musak, wandering in and 
out of rooms, up and down streets, 
through forests and meadows, were 
it not for the horde of evil beasties 
that chases you everywhere. 
Everything that moves is out to get 
you. From the relatively harmless 
dragonflies, wasps, vampire bats 
and werewolves to the relatively 
wicked slayers and imps, not to 
mention the crows, buzzards, 
goblins, witches and trolls that come 
somewhere in between. 

Each creature has its own way of 
taking a toll on your energy. Crows 
drop thistledowns on your nut, • 
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DO NOT ATTEMPT 


TO LAND AT MEKONTAl 
THE MEKON IS IN 4 
& CONTROL HERE/ 

I MAKE FOR THERON 
\ TERRITORY I 


64/128 
Virgin Games 
Price: £9.95 


T he Mekon (the green one with 
the extra large cranium) 
whose sole aim in life is to 
bring destruction to our home 
planet (must be a West Ham fan!) 
has started playing with genes and 
hormones and things like that (yeah 
them kind offings—Fik Ed). Now 
the evil one has created a race called 
SuperTreens,a race of dedicated 
destructionists. Anyway, the Mekon 
plans to send them on to Earth and 
will definitely succeed unless you, 


controlling Dan, can go and meet 
him face to face and put an end to 
his evil. 

The game is set out over four 
levels, each level has six Super 
Treens being genetically cloned, the 
fourth and final level has seven. Dan 
must ride around on his jet scooter, 
and shoot the life support machines 
which these wicked creatures are 
being nurtured. David Alton would 
not approve—that's why there's a 


time limit. The game's real 
enjoyment now becomes apparent. 
I've never seen a man so happy as 
adman Scrivo, when he was 
shooting the Super Treen's foetus 
thus turning them from Mekon 
green to a rather sicko intestine red. 

Dan has a little trouble initially 
trying to scoot around on his phallic- 


looking space moped since the 
Mekon's ship has the strangest kind 
of gravity that I've ever seen. You 
seem to be able to fly around okay, 
that is until you come to a tunnel, 
which often decides to suck you in, 
and send you somewhere that you 
most definitely do not want to go, 
such as an interesting garbage chute 
for instance. 

Unlike most run-of-the-mill-bog- 
standard-average-everyday- 
mediocre games, this one gives you 
the chance to play both the goodie 
and the bad guy. Yes, you can 
indeed play that green forehead 
himself the Mekon. When you do 
you must not kill the foetus of the 
Super Treens but you must release 
them before that Slimey ass-kissing 
little do-gooder Daniel Dare can kill 
your genetically perfect little 
creations. 

Around the levels there are many 
little hidden tricks and gadgets 
waiting to be discovered, useful 
things such as shortcuts and extra 
fire power icons are around for 


WIN A DAN DARE 
GOODIES BAG 

Those generous Virgin people 
have just come stumbling into 
our offices with a great mound 
of loot to be dispensed to five 
lucky CU readers. Each winner 
will receive a copy of the brand 
new Deluxe Collector s Edition 
of “Dan Dare, Pilot Of The Fu¬ 
ture”, a superbly bound volume 
plus a Dan Dare T-Shirt, poster, 
poster-pack and, of course, a 
copy of Dan Dare II, the game. 
Simply tell us how much you 
think the cover price was for the 
first issue of The Eagle all those 
years ago. Answers on a post¬ 
card to Dan Dare Compo, Com¬ 
modore User, Priory Court, 30- 
32 Farringdon Lane, London 
EC1R 3AU. 


those who persevere. The best way 
to find these is really just to fly 
around like a pig in a bacon factory, 
and blast everything that looks 
blastable. 

There are Mekon guards around 
who will blast Dan's energy down, in 
the hope of ending one of his six 
lives. But this method is by no 
means the only way that our hero 
can die, and it is probably the least 
likely to occur. The most common 
way of dying, in my experience, is 
through the very ungenerous time 
limit. Once you have shot one of the 
Super Treen babies you have then 
ten "Mekon” minutes, which are 
about the equivalent of three human 
minutes, to kill the rest of the evil 
embryos. Another interesting way of 
ceasing to live is finding yourself in 
the garbage room where the walls 
have this annoying tendency to 
come together with the result Dan 
becomes Danish. 

Dan Dare II is a very enjoyable 
game indeed, and nor is it another 
dose of the original, which is a good 
thing, (though half of me wishes it 
was because the first one has to be 
held as one of the best arcade 
adventures ever on the 64.) The 
sequel is a more straightforward 
challenge but still enjoyable. 

Ferdy Hamilton . 
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Get off your horse and 
drink your milk. 


64/128 

Go! 

Price: £9.95 

T his Wild West future shoot 
'em up was designed and 
programmed by Probe—the 
people who brought you Out Run 
and Trantor. It comes with a scene 
setting story on the inlay that, for 
want of a couple of extra chapters 
and a beautiful heroine, could have 
made a Mills & Boon novel. 

The scene is New Texas, where 
the mines are full of Kerium, the 
modern equivalent Esso four star. 
The villain of the piece —Tex Hex 
and his hordes of evil friends. Wait a 
minute, shouldn't that be fiends? 
Well anyway, it's not Tex's fault you 
see, he is in the grip of the 
unutterably evil spirit Stampede, 
who wants to resurrect some 
dinosaurs and be their king — I 
know that sounds like a complete 
load of dino dreck that I'm making 
up as I go along but it's true, honest. 

To be the king of the dinos, 
Stampede, with the help of Tex Hex, 
must extract the magic sequence 
from the ancient Indian, Shamen. 
“As the courageous Marshal 


Bravestarr, patrolling the wastes of 
New Texas, your task is simple." 

In other words, save the Indian. 
Not so simple as it turns out. To 
begin with, New Texas is a one 
street town. You're standing in the 
middle of it and there's bad buys 
cornin' at you from both ends. Using 
your laser blaster you can deal with 
most of them. The dogs are a bit of a 
problem, you'll have to get on your 
knees, or keep well out of the way by 
jumping on the roofs of the 
buildings. But that won't help you 
avoid the seagulls, black clouds, 
weightless spacemen and other 
nasties that operate above ground 
level. 

The first thing to do, not including 
blasting everything in sight, is enter 
some of the buildings—the bar, jail 
and exchange for instance. This gets 
you away from the action and gives 
you a chance for a breather. Once 
inside you have three options; talk, 
examine or leave. These will get you 
nowhere at first. There's nothing to 
see and no one to talk to. 

So there's only one thing for it— 
hop on the saddle rocket. Apart from 
being pretty good fun its the only 
way to get to the other locations in 
the game. The bad stuff follows you, 
but on the saddle rocket it's easier to 
manoeuvre out of the way. When 
you get to your destination, selected 


with a pointer on an amp, there's a 
task to accomplish, which might be 
as simple as picking up a piece of 
Kerium or freeing some people 
entrapped by Tex Hex. This is done 
in the same examine/talk/leave mini¬ 
adventure mode as in the town 
buildings. 

As you accomplish various tasks 
new locations will appear on the 
map for you to investigate. It's 
worthwhile heading back to the 
town every now and then. Things 
can be exchanged for money in the 
Exchange and the money can be 
used to buy information in the bar. 


You have to complete your task and 
rescue Shamen before time's up or 
you get shot once too often. 

Bravestarr is all the more 
enjoyable because despite the fact 
that it is full of all the old cliches the 
wild west idea freshens it up 
considerably. The graphics are good 
too — a welcome change from the 
Uridium-style metallic metropolis 
that seemingly features in virtually 
everything these days and at ten 
bucks, you won't have to sell your 
horse to buy a copy. 


BRAVESTARR 


Ken McMahon 
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Pop into B+B ’s Bar for a bourbon. 


A s you stare out of the office 
window at the Washington 
Monument you know it's 
going to be one of those days... It's 
been one of those days ever since 
you joined your brother's detective 
agency". 

And it doesn't take a Philip 
Marlowe to realise that we're back in 
shamus land again, swapping 
smart-ass one-liners with hoods and 
broads in the grainy black-and-white 
lowlife of the private investigator. 

This time the city is Washington 
DC, and the lengthy prologue finds 
you slumped behind a mountain of 
unpaid bills, reading the cheering 
news about stolen killer viruses, nazi 
demonstrations, Reds-under-the- 
bed paranoia and Third World 
power muscle-flexing. A couple of 
mysterious phone-calls, and a folder 


full of notes and Polaroids, are about 
to change all that, and reaching for 
your trench-coat you set off to 
investigate a mystery so devious it 
makes a Chandler novel seem about 
as complex as a Sun editorial. 

As you gumshoe it around Capitol 
Hill, searching Potomac Park, 
Independence Avenue, 23rd St NW, 
and 5th & Florida for your kidnapped 
brother Joe, you bump into a weird, 
wonderful and decidedly suspect 
crowd of characters. There's the 
knock-out blonde Lisa Rothschild, 
nasty smooth-talking FBI official 
Dick Powers, Bogie-lookalike Mike 
Kruger, and the Spanish-speaking 
taco vendor Estefan. These and a 
dozen other guys and dames are to 
be found on the streets and in the 
bars, hospitals, embassies and 
warehouses of the city. 


Erm, play it Sam. 


The game employs unusual 360° 
panoramic views of the streets, 
avenues and building interiors, so 
that as you move the cursor keys or 
joystick, the view shifts to left or 
right, just as if you were slowly 
turning on the spot. Above the 
location window are commands 
informing you of the options 
available—you can search, walk, 
talk to passers-by, hail a taxi, use a 
phone, or enter buildings and 
rooms. 

Once you decide to button-hole 
someone, the view changes to a 
close-up portrait of the character in 
true film no/rstyle, with effective 
shadows and animated facial 
expressions which react to your 
questioning. 

Most characters won't reveal 
much the first time you talk to them, 
and you'll soon learn that often a 
non-commital shrug or nod will 

Well, you never know 
your luck. . . 


elicit as much information as a 
straightforward demand. Tact and 
politeness will get you further than 
impatience; and while inviting a 
dame to dinner might sometimes 
win her over, it might just get you a 
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Don’t be put off by outside graphics. 
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INTRIGUE 


DIGITAL POINTS DISPLAY 


B ar 


compete with friends, each 
controlling an individual 'tec in turn, 
trading info as necessary. And if you 
decide to choose the Female option, 
you'll find that suspects act quite 
differently, the men occasionally 
responding to feminine charm just 
as the women can be buttered up by 
macho male snoopers. 

With black-and-white graphics 
which range from the adequate to 
the atmospheric, dialogue which 
crackles with ambiguity, wit and 


veiled threat, and a scenario which 
moves along at speed (despite 
frequent disk access) Intrigue! is the 
most polished and absorbing game. 

With its multi-player option, male 
and female interaction (!) and, 
apparently, 2000 plus possible 
solutions, the game kicks the 
stuffing out of any upstart 'tec 
adventure within spitting distance. A 
classic. 

Bill Scolding 


verbal slap in the mouth. Bribing the 
FBI guard gets dramatic results, and 
rubbing Moe the bum up the wrong 
way iands you in hospital with a 
lacerated face. 

There are three skill levels to the 


ooo 


Funny, Kruger bears a 
passing resemblance to Bogey 


The nurse may well have some info. 


game, but even on the easiest it's 
horribly difficult to cut through all 
the lies and false trails to find Joe's 
whereabouts and the key to unlock 
the door. And then there's the PF13 
virus bomb itself, which can only be 
defused successfully if you've 
managed to pick up a schematic 
somewhere along the line. 

From the skilful scene-setting of 
the beginning to the tense 
countdown of the finale, the 
tortuous plot has a grip like araldite, 
and if you succeed in solving the 
whole caboodle, next time it's an 
entirely new ball game, with 
different liaisons and alliances to 
sort out, new motives and different 
clues. Sometimes only one 
character is guilty, sometimes it's a 
conspiracy, and sometimes one 
person can be another in disguise! 

If you growtired of solitary 
sleuthing, you can team up or 
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# Screen Scene 



I n Side Arms you play Lieutenant 
Henry, setting out to rid the blue 
planet of the dastardly Bozon, 
blasting your way through a 
multitude of strangely similar attack 
waves, trying not to succum to the 
boredom of the inter-level loading. 
The classic enemy is the end of the 
level guardian; a mere blob the size 
of your character's head, which just 
spews out the wimpish attack craft 
you just spent a level destroying. 

The biggest piece of baloney 
connected with Side Arms has got to 
be the back-of-the-package hype 
which claims it's 'classic shoot 'em 
action'. I think I'd rather a game of 


couple of times to transform it to 
three way fire which lets you fire at 
three different angles. Blast the 
three way a few more times and that 
becomes a mega laser, here the 
game falls prey to the old syndrome 
of bad sprite detection, your tiny 
little laser will destroy anything it 
hits and then carry on, but it also 
destroys everything within a 
distance above and below it. I doubt 
very much if this is supposed to 
happen, it doesn't look very much 
like it was intended to. The next 
weapon is rear fire, which fires at 
two angles out the back of your 
space suit. This has to be the most 


64/128 

GO 

Price: £9.95 
(cass) 
Price: £14.95 
(disk) 


classic Invaders than waste any time 
on this. Yet another mickey take on 
the packaging states 'brilliant 
graphics'. 

The one thing Side Arms does 
present in its favour are the 
selection of extra weapons 
available, though this process is 
now becoming very dated. After 
blasting an alien you are initially left 
with a POW sign. Shoot that a 


valuable weapon as the aliens fly 
toward you then double back and try 
to ram you in the botty. Some times 
you can collect a weapon called 
auto, which is a rapidly spinning 
sphere which spins round your man 
firing off random laser bolts. 

Any of the weapons can be 
activated at any time once collected 
by pressing the shift key. There is 
also alpha and beta beams which 


sounded pretty deadly to me though 
I never managed to find any. If you 
collect the POW symbols as they 
stand your laser speed increases, 
you can do this four times. But if you 
shoot the POW symbols too much 
they revert into WOPs which make 
you lose speed when they're 
collected. As well as weaponry you 
can collected things like cows and 
strawberrys, it beats the hell out of 
me what they're doing in the middle 
of a full scale inter-galactic war 
anyway. But that's stellar life. 

The shoot'em up doesn't have a 
divine right to be good. Some shoot 
'em ups can be bad. This can be 
caused by bad gameplay, bad 
graphics or bad sound. So Side 
Arms has a little multi-load (like 
every level) but other arcade games 
are multi-load too aren't they? Side 
Arms has bigger problems — like a 
screen that attempts to scroll at the 
speed of a C5 in first gear (and that's 
slowwww), like graphics which are 
lousy and repetitive, like enemy 
sprites which buzz about devoid of 
ferocity, which when they are 
replaced by a different type of nasty, 
follow exactly the same paths as 
their predecessors. 

Shall I go on? the backdrops are 
are amazingly monotone, spotted 
blocks line the ground surrounding 
slowly wavering lakes, occasionally 
a little man will appear, wave his 
equally small fist at you and 
submerge again. The sonics are 
equivalent to listening to Roger 
Whittaker's greatest whistles played 
at half speed — not very pleasant I 
can assure you. But most important 
of all Side Arms is nothing like Side 
Arms. The arcade version was fast 
moving and it could hold your 
attention for at least a couple of 
quid, but couldn't hold my attention 
for a femtosecond. 

Side Arms is really a classic case 
of a game which could convert to 8 
bit machines but is badly done. And 
this is a bad conversion, a sort of 
Nemesis with a geezer and an 
outboard motor strapped to his 
back. Pretty abysmal and not even 
worth the slightest notion of buying 
it. Avoid this like you would avoid a 
swarm of rabid African Killer Bees. 

Mark Patterson 
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Are you prepared for the adventure of a lifetime? 


Dare you switch on "The Black Lamp" and 
begin your journey through the enchanted 
land of Allegoria? 

You'll need plenty of courage and cunning, 
to fight your way through an evil host of 
superbly animated characters and animals. 

Skull dropping buzzards, evil eagles and 
spitting witches do their utmost to stop 
you in your quest to find the enchanted 
lamps, and ultimately The Black Lamp, 


guarded by the wicked dragon. 

Succeed and your reward is the hand of 
the beautiful Princess^ Fail, and the price 
you pay is life itself. 


Out now on Spectrum Cassette £7.95, 
Amstrad Cassette £8.95, Disc £14.95, 
C64 Cassette £8.95, Disc £12.95, and 
Atari ST Disc £19.95. 



Telecom Soft, First Floor, 64-76 New Oxford St, London WC1A IPS. 

Firebird and Firebird Logo are trademarks of British Telecommunications PLC . 


A LEGEND IN GAMES SOFTWARE 







































Dakka, dakka dak eat lead monsieur boche. 
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64/128 Accolade Price: £9.95/cass £ 14.95/disk 


Before you go anywhere you’ve got to steal the train. 


I t s August 1944 and occupied 
France is on the verge of 
liberation by the advancing 
Allies. The Germans have decided to 
call it a day and are planning to leg 
it with the contents of the Louvre 
and one or two other trinkets, just 
for old time's sake. Whilst the 1944 
Mercedes staff car was 
acknowledged to be one of the 
roomier models, squeezing in most 
of art treasures of France was 
thought to be pushing it a bit. So the 
Germans decided to load up a train 
with as many Renoirs, Pissaros, 
Monets, Gaugins, and all the rest 
(god I'm so cultured) that they could 
pile onto a train. 

This is where you come in. You 
are Pierre LeFeu, a member of the 
Resistance. With your comrade, Le 
Due you must steal the train and its 
priceless cargo and head West to 
meet up with the Allies at dawn in 
Riviere. On the way you can expect 
help from your Resistance 
comrades, but for the most part the 
success of the mission depends on 
you. 

The adventure begins at the train 
station in Metz—as good a place as 
any to steal a train. Le Due must 
make his way to the train under 
enemy fire while you cover him. 
German soldiers appear at the 


yellow lit windows and you must 
return their fire. The whole thing 
takes place at night incidentally. 
Awaydays were just too risky. Undei 
cover of your fire, the shadowy 
figure of Le Due boards the train and 
it's time to leave. 

At this point the disc drive grinds 
into action as it does several times 
during the game. Whilst the short 
wait doesn't interrupt the action and 
spoil the fun, I can't see it working 
for cassette users unless they're 
very patient. After the short break 
you find yourself on the footplate. In 
front of you are the engine's 
instruments—pressure, speed, 
temperature, the furnace, throttle, 
brake, steam blowoff, whistle, 
forward/reverse lever and, lastly, the 
cab signal indicators. It sounds, and 
looks, like a lot to cope with, but in 
less than ten minutes I was 
steaming along. 

Starting is a doddle. Just open the 
furnace door, shovel in some coal, 
take off the brake, open the throttle 
and you're away. Everything is 
operated by the joystick. Moving left 
and right selects a lever, pressing 
the fire button and pulling/pushing 


Dit, dit, dah, dit — means nab a station s’i! vous plait. 
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# Screen Scene 



the water with the old up/down/left/ 
right cannon. As with everything 
else of course, the boats can fire 
back and any damage to the cargo is 
irreparable. 

And that's the way it goes, drive 
the train, shoot down the planes, 
bomb the boats, capture the 
stations, get to Riviere. Oh, I almost 
forgot. You also have to signal the 
Resistance with the whistle so they 
can change the points and you don't 
end up in a siding at Crewe. Apart 
from that it's all down to tactics. You 
must try not to sustain too much 
damage, make sure you can get it 
repaired if necessary, keep the 
pictures safe and get there on time. 
The game is over if you get too 
badly damaged, if you get shot, or if 
you accidentally shoot Le Due. 

The Train bears many similarities 
to Accolade's other wartime classic 
Ace of Aces, and whether, when it's 
transferred to cassette, the game 
will be gutted like its predecessor, 
remains to be seen. It is fantastically 
good fun, even if you're not 
particularly turned on by trains or 
wartime adventures. 

Ken McMahon 


operates it. Check out how to stop at 
this stage, before you get 
overconfident! 

Not all the action happens on the 
locomotive footplate. While you're 
in motion the chances are you will 
be attacked by fighter planes. 
Switching view to the front of the 
train allows you to shoot down the 
incoming fighters, if you miss you 
can get them from the rear. 
Alternative screens provide a map 
showing your position and enemy/ 
resistance control of stations and 
bridges. The pause button gives 
details of your score, damage to the 
boiler, brakes, and Old Masters and 
the number of requests you can 
make from the Resistance. 

How do you make requests from 
the Resistance? You have to stop at 
a station. You can of course run 
through stations, but sooner or later 
you will have to stop to take on coal 
and water. The form is much the 
same as at the beginning of the 
game—Le Due heads for the station 
while you cover him with the 
machine gun. Once the station is 
taken you can use the telegraph to 
send messages to the Resistance. 


The options are take next station, 
take next bridge, or make repairs. 
You will get a return message telling 
you what time the station or bridge 
will be taken at or the location at 


which the repairs can be made. 

It's actually not too difficult to take 
the bridges yourself. You stop the 
train, wait for the diskdrive, then 
blow about half a dozen boats out of 
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Stoke that boiler with fuel 


o 


Stop off and shoot 


















































HMor Museum, you could go for an eariyday at the seasi de On Bm tme n ultdh^r^ ^ '** Beaulieu and its famous National 

England’s ™«dirtnguishedn™c 2 Z°^ COU,d u even *^ nrfa <***«» <* 



memorable slice of nostalgic high Hfe ^Simoie — histMitmlfihJl °? fef . to tekeupyourprize. So how are you going to grab yourself this 
Escape Compo, tornmodoreUnr P^nSrt30.?2Fa^n^r fITi ^ your entries on a postcard to Train 

the twenty-five runners up wiilenhZZive acopyff‘nvUN > lsCAPEm UOMMUiwt hopeyourname is drawn first. Oh yes, and 

, Now for the questions: what are the names 7 ZanTu!^^ P ""Mer disk or cassette is required). 

la) the London Underground Train system; {b ) the New York Underground Train system; and ic) the Paris Underground Train system? 





























TELEPHONE 

04574 66555 
04574 67761 


OR BRING IT IN TO US FOR WHIIE-YOU-WAIT REPAIRS 


AROUND ONE HOUR 


_e*NEED YOUR COMPUTER REPAIRED FAST? 

THEN WAIT NO LONGER - send your computer to us for fast repairs! 
we offer a full repair service on all these makes - commodore 128, 
commodore 16, commodore Plus 4, Vic 20 


CLOSSOP , 

branch 

OPEN 


FED UP OF WAITING WEEKS FOR YOUR COMPUTER 
TO ARRIVE? 


DAYS A 



we also have spare parts available by mail order. 

WE DON'T JUST REPAIR YOUR COMMODORE 64 - we Check 
loading, sound, memory, in fact fully overhaul your 
computer for only £35.00 - which includes VAT, postage + 
packing, insurance, parts and labour. NO HIDDEN EXTRAS. 

All other models please call us for a quote on 04574 66555. 

HOW TO SEND YOUR COMPUTER 

Just pack your computer, including power supply, in suitable 
packaging and send it to the address below, enclosing your cheque 
to the value of £35.00 - You can also pay by ACCESS 



pliew e 

items 



140 High Street West, Glossop, Derbyshire SK13 8HJ 
Tel: 04574-66555/67761 Head Office & Access orders, queries, 
Manchester 061-236 0376 while you wait repairs & spares centre only. 


Copyright Videovault Ltd No.786092 WE NOW HAVE FAX: (0) 4574 68946 


EDITION HOT OFF THE PRESS 

New bigger catalogue now available 
containing over 2,500 items including software 
for all computers, joysticks, spare parts, 
business software, books, plus many more. 
Just send 2xi8p stamps for your free copy. 
Over 20 pages full of top quality products 
delivered to your door by return post. 



SPECTRUM 16/48/+ 128K AND COMMODORE 64/128K SOFTWARE LIBRARY 
BORED WITH PLA YING THE SAME OLD GAMES? JUST LOOK AT 
WHAT MEMBERSHIP TO SOFTLINK (N.l.) WILL OFFER YOU. 


★ FIRST FREE HIRE 

★ 7 DAYS FULL HIRE 

★ CLUB RENTAL CATALOGUE 

★ FREE MONTHLY PRIZE DRAW 

★ FREE TO ENTER COMPETITIONS 

★ MEMBERSHIP FEE IS ONLY £2.00 

★ MANY TITLES AT DISCOUNTED PRICES 

★ THE LATEST TOP CHART TITLES AVAILABLE 

★ TAPE AND MICRODRIVE HIRE FOR THE SPECTRUM 

★ UNIQUE TOKEN SYSTEM. ONE HIRE-ONE TOKEN 

★ HUGE LIBRARY OF EX-CHART TITLES ARE AVAILABLE 

★ FREE CLUB RAFFLE OPERATES EVERY WEEK 

★ HIRE PRICES RANGE FROM £0.75p PER TITLE PER WEEK 

★ REGULAR UPDATE LISTS GIVING NEW TITLES AVAILABLE 

★ ALL ORIGINAL SOFTWARE SUPPLIED WITH DOCUMENTATION 

★ BI-ANNUAL NEWSLETTER GIVING HINTS, TIPS, POKES, etc. 

★ ARCADE, ADVENTURE, EDUCATIONAL AND BUSINESS SOFTWARE 

★ RETURN POSTAGE CHARGES/PACKING AND PRE-PAID BY SOFTLINK 

★ UP TO FOUR INDIVIDUAL TITLES CAN BE HIRED AT ANY ONE TIME. 

SEND CHEQUE/P.O. MADE PAYABLE TO SOFTLINK (N.l.) OR 
SEND A S.A.E. (10" x 7"). PLEASE STATE COMPUTER TYPE. 
OR PHONE: 0232-854333 EXT: 216. FOR YOUR FREE CAT / 


SOFTLINK (N.I.), UNIT 17 
VALLEY BUSINESS CENTRE, 
67 CHURCH ROAD, 
NEWTOWN ABBEY, 

CO. ANTRIM BT36 7LS 


: CATALOGUE 


DUPLIKIT 


Software backup board for the C64 

DUPLIKIT requires the use of two CBM compatible cassette recorders to function as a backup aid. 
Although if one cassette is connected to the top connector, it may be used to visually verify that data is 
being transferred to the computer. 

DUPLIKIT may be used with or without the computer actually loading, i.e. it is not essential to press 
shift, run/stop. The result will be equally efficient. During tests DUPLIKIT achieved 100% success rate. 

NO SOFTWARE REQUIRED TO OPERATE THIS SYSTEM 
This duplicate is supplied exclusively to Softlink, by Digitec Electronics. 

Recommended retail price £7.95. 

Existing members may obtain a copy for £6.95 if they quote their membership number when ordering. 

SOFTLINK is the key to computer software that does it weekly not weakly. 








































limited in what you can do. Unlike 
California Games, you don't fall off 
of your bike once in this game. You 
just lose a lot of spokes. 

You have to watch a couple of 
readouts pretty carefully if you want 
to survive. You have energy which is 
divided into three coloured sections, 
white, yellow and red. As your 
energy in each section runs out you 
slow down until finally it's game 
over. The other readout is of the 
amount of spokes you have left. If 
you make a foul up you have to pay 


for it in the 'ol wheel spindles. A 
miss timed wheelie for instance 
which leaves flat on a forty-five 
degree ramp will cost you twenty 
spokes while a miss timed stunt 
might only cost you ten depending 
on how badly you make a hash of 
things. Your spokes and energy can 
be replenished during a race by 


... and so what? 

finding spare wheels and coke cans. 

To perform a wheely all you have 
to do is press and hold the fire 
button, then release it at the high 


Video 

Audio 

| Toughness 
Endurance 
Vfm 


DIGITAL POINTS DISPLAY 


CURATING 
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_4f®] I I I I I I l 

" i i i i l lfn 11 111 1 ' 
< Dtr'. 


TTUJl I I I I I I I I . 

1 111 jir uj-u-ij-Li. 


*T T I I 


mastered the stunts and wheelies it 
became progressivly easier with the 
result that I had nearly finished the 
game in one night. Not bad for the 
money asked, I suppose, but not 
really enough substance to keep you 
away from "Neighbours". 

Mark Patterson 


Screen 

Scene 


64/128 
Firebird 
Price: £1.99 

I n the beginning was the Word, 
then came Mastertronic's BMX 
Racers, then BMX Trials. Now 
Firebird jump on the bandwagon a 
mere three years after it's stopped 
rolling with their radical BMXKidz. 
This time it scrolls horizontally and 
looks like something out of Excite 
Bike. 

What advancements are there 
from the previous BMX games, I 
hear you scream? Well, none really. 
The scrolling and the backdrops are 
quite nice. Move your miniscule bike 
over ramps and flatlands, wheelying 
and stunting. The sound FX are very 
poor and sound like hacked up shoot 
'em up noises. The saving grace is 
Rob Hubbard's title music which is 
definitly worth a groove to, and you 
get digitised speech as well. 

There are five levels and one for 
practice. The practice track requires 
nothing more taxing than finishing 
in the first four, while the other 
tracks require a certain number of 
wheelies and stunts to be completed 
before you finish the course. It's 
only a pity that you are rather 




point of the movement. Performing 
a stunt is much harder; this entails 
pressing fire the moment you hit a 
ramp, which catapaults you high 
into the air, following this you've got 
to rotate the bike's wheel up a bit 
until the biker starts flashing (Ooer 
—Ed) then press fire to do the stunt. 
Now comes the tricky bit, you have 
to get the bike horizontal again 
before you hit the ground. This may 
all sound a trifle easy, but your up 
against the clock and six other riders 
so it's not plain sailing. 

One thing to watch out for are 
ramps that start off steep then 
flatten out on the opposite side, if 
you're not wary of what's going on 
you might not notice yourself being 
launched into mid-air only to come 
crashing down and going A over T. 
The other bikers can also prove 
hazardous to health as a large bunch 
of them tend to cluster around you 
at once causing a heavy bout of 
psychotic subtraction to take place 
on the number of spokes you have 
remaining. They're not that 
intelligent though, for the best part 
of the race all you can hear is a loud 
bong as a biker takes off then fouls 
up his landing. 

I didn't get the push from BMX 
Kidz to go out and do it, so my old 
BMX is still rusting under the garden 
stairs. I did find it entertaining at first 
but as the game progressed and I 


BMX boys go wacky. 
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NOW THAT 1 HAVE 
DESIRE' I'LL NEVER 
SPEND ANOTHER 
EVENING IN ALONE! 



HOW DEBBIE MET A STRANGER! 


‘Desire’ is like an intimate conversation 
on your PC screen! Just phone in and 
join in for hours of enjoyment. There’s no 
enrolment fee — just one phone call via 
your modem puts you through to a new 
world of handy services and fun things to 
do. Take a look at the menu ... 

Charge Rate 38p inc. VAT peak & 25p inc. VAT 
per min. off peak. 

DESIRE 

LONDON E14 9TW 


PHONE NOW 


CHATTER BOX The interactive message board. Say what you want to say - 
stir up a hornets’ nest, start up a friendship! See the immediate response! 

MAILBOX A handy way to leave messages with friends. 

DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find 
a top computer job! 

GRAFFITI CORNER Whatever you want to say, here’s where to say it! 


DEBBIE DESIRE’S PROBLEM PAGE Personal, emotional or sexual 
problems answered. 


MM iKM HIDED 
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Titles shown are 
for comm. 64 
We also have 
Amiga, Vic 20, 
Plus4/C16 


OAT* MUSIC 
WEB 

STAR FIGHTER 
THE REAL YOU 
THE REAL YOU<mSC) 
SABRE WOLF 
UNDERWORLDS 
CAMELS 
00 MICRO 

WORLD CUP FOOTBALL 
PYRAMID 

BEAKY AN0 EOOSNATCHE 

OOLF 

TITANIC 

RATSPLAT 

HEUON 

AH CONDOR 

EGBERT 

FABULOUS WANDA 
HOLLYWOOD OR BUST 
WALLY 0 T. RHYMELAND 
BURGER TIME 
WHEELIN’ WALLY 
SIREN cmr 
BIG BEN 


DAVY 

ICE BUSTERS 
4 GAMES VOL1 
AURIGA 
VELOCIPEDE II 
FUNGUS 
DESERT HAWK 
VELOCIPEDE 
FRUITY 

RONALD RUBBERDUCK 
ELECTRIX 
CRAZY COASTER 
TOAD FORCE 
CLEAN UP TIME 
BMX RACERS 
FA CUP FOOTBALL 87 
YABBA DABBA DOO 
RED HAWK 
FORECASTER 
PROJECT PLANNER 
NUMBERS AT WORK 
DECISION MAKER 
ENTREPRENEUR 
FORECASTER! DISC) 
PROJECT PLANNER!! 
NUMBERS AT WORK( 
DECISION MAKER(OISC) 
RUN FOR OOLD 
RALLY DRIVER 


HEROES 6FKARN 
WHERE'S MY BONES'? 
JEWELS OF BABYLON 
EMPIRE OF KARN 
BREAK FEVER 
CAVERNS OF SILCAMC 
FRONT LINE 
CRYSTALS OF CARUS 
PULSE 

ROLAND’S RAT RACE 
ONE ON ONE 
WILD WEST 


AUTOMAN 

PSYTRON 

EUREKA 

KAISER 


SON OF BLAGGER 

« TURBO 

BIO TOP BARNEY 
EVERYONES A WALLY 
HERBERTS DUMMY RUN 


GEOGRAPHY 

HISTORY 

OERMAN 

HARO HAT MAC 

CASTLE OF DREAMS 

JOHNNY REB M 

SCHQOFRENIA 

DREBLS 

SUPER BASIC (4 

FRANTIC FREDDIE 

CLOWNS 

INTERVIEW 

GILUGAN'S OOLD 

GORTEX 

ALMAZZ 

QUAKE 


HUSTLER 

FLYING FEATHERS 
KICKOFF 

O LEVEL CHEMISTRY 
O LEVEL MATHS 
CODE NAME MATT II 
MASTER OF THE LAMPS 
CHINESE JUGOLER 
DAVID'S MIDNIGHT MAGIC 
LAZARIAN 
GUMSHOE 

INTRO TO BASIC VOL 1 
INTRO TO BASIC VOL 2 
STEALTH 

H. SMITH SHOW-JUMP 
ENCOUNTER 
NIGHTSHADE 
SPLIT PERSONALITIES 
BROAD STREET 
PITMAN TYPING 
PYRAMID/TITANIC 
BEAKY/RATSPLAT 
SOFTWARE STAR 
PASTF1NDER 
ROCK ’N BOLT 
MORDEN’S QUEST 
TOPPER COPPER 
TAPPER 

FORBIDDEN FOREST 
F. G. TO HOLLYWOOD 
PANIC 

ZIM SALA BIM 
HAMPSTEAD 
JBARRINGTON'SSQUASH TRANSFORMERS 
TERRORMOLINOS! PUB GAMES 

SEC.DIARY OF AD. MOLE GREYFELL 


CYBERTRON MISSION 
BUMBLEBEE 
FELIX IN THE FACTORY 
FRENZY 
GHOULS 
SWOOP 
VALKYRIE 17 
TRANS-AT BALLOON 
PAINS OF AD.MOLE 
MAX HEADROOM 
SELECT 1 (12 GAMES) 
ELECTION 

ON COURT FOOTBALL 
CONFUZION 
DEMONS OF TOPAZ 
MONEY MANAGER (DISC) 
SHERLOCK HOLMES 
JINN GENIE 
D-BUG 

STAR RANGER 
LAST OF V8 
STAR POST 
OMEGA RACE 


A VIEW TO A KILL 

HENRY’S HOUSE V0L1 

HENRY’S HOUSE V0L2 

DANGER MOUSE IN D.TROUB 

CHOPUFTER 

TURBO 64 

PILOT 64 

SUPERMAN 

DANGER MOUSE IN B.FOREST 

JET SET WILLIE 

NEXUS 

EVIL CROWN 

CHUCK1E EGG 

MANIC MINER 

BOUNTY BOB STRIKES BACK 
ON COURT BASEBALL 
STAFF OF KARNATH 
BLACK WYCHE 
SKY RUNNER 
BOULDERDASH 
BOULDERDASH II 
AVENGER 

THING ON A STRING 
FUTURE KNIGHT 
RANA RAMA 
EAGLES 
HYPABALL 
DANDY 

ELEVATOR ACTION 
NUCLEAR EMBARGO 


INTERNATIONAL KARATE 
KETTLE 
BOUNDER 
PRODIGY 
EXPLORER 


ANDROID 2 
ENIGMA FORCE 
BEAMRIDER 
STARION 

FIGHTING WARRIOR 
ASSAULT MACHINE 
WARRIOR II 
STOCK CAR 
JET POWER JACK 


OOLF CONSTRUCTION 
WERNER 
CHAMELEON 
THEY STOLE A MILLION 
NOW GAMES 1 
NOW GAMES 2 
NOW GAMES 2 
EIDOLOti 

HOWARD THE DUCK 
F1RETRACK 
DAN DARE 
TRA1LBIAZER 
FIFTH QUADRANT 
SNAP DRAGON 
SKATE ROCK 
HIGH NOON 
SAMURAI TRILOGY 
AUF-WIEDEt MONTY 
GOLDEN OLDIES 
INHERITANCE 
THE SYDNEY AFFAIR 
KATTRAP 
XEVIOUS 
SINGE’S CASTLE 
TOMAHAWK 
JACK THE NIPPER 
BEACH HEAD 
SPIRIT OF THE STONES 
FRIDAY THEIJlh 
HENRY'S HOUSE 
WORLD BASEBALL 
KONG STRIKES BACK 
SPARKLERS SPECIAL 
AZTEC CHALLENGE 
SYSTEM 1500 
RAID ON BUNGLING BAY 
THE FORCE 
MANDRAGORE 
MIND SHADOW 
LITTLE COMP. PEOPLE 
VALHALLA 
IMHOTEP 

MURDER ON ZINDERNAUI 
ARCAOE EXTRA. DISC 
DEADUNE (DISC) 
FANTASY FIVE (DISC) 
RAIL BOSS (DISC) 
SUSPENDED (DISC) 

ZORK 2 (DISC) 

ZORK 3 (DISC) 

THE YOUNG ONES 
HDOWNI 


SOLDIER ONE 
HOT WHEELS 
OECEPTOR 
SHAOLINS ROAD 
YIE AR KUNG FU 
PARADROID/URIOIUM 
PSI TRADING 


DOGFIGHT 2187 
DEACTIVATORS 
CHALLENGE OF THE GOBOTS 
HYBRID 

BRIDE OF FRANKENSTEIN 
FOOTBALL MANAGER TIDE 
SUPER SUNDAY 
HEADCOACH 

JSUL 


MIAMI VICE 
LEGEND OF KAGE 
HACKER 2 

SCOOBY DOO 
STARQUAKE(DtSC) 
SKATE ROCK(DISC) 
SLAP FLIGHT 


SPACE SHUTTLE 
SUPER ZAXXON (DISC)i 
SCREENPLAY 

IRIDIS OQ (DISC) 
DANDY (DISC) 

TASS TIMES (DISC) 
VIKINGS (DISC) 

ACE 


QBERT 

DONKEY KONG 

DIO DUG 

LOCOMOTION 

HI FLYER (DISC) 

KENSINGTON 

SPIRIT QF STONES (0189) 

FRQGGER (DISC) 

LAPIS PHILOS.(DISK) 
ROBOTRON 
MANDRAGORE 
MIND SHADOW '(DISC) 
UTTLECOMPJ>EOPLE(DISC 
BEAM RIDER (DISC) 

HERO (DISC) 

TOY BIZARRE (DISC) 

ZENJI (Dlf ~ 

JrapHICS SASIC (DISC) 
AMAZON (DISC) 

BELOW THE ROOT 
ALICE IN WONDERLAND 
BRENDAN-8 BASIC 
WARRIOR ll(DISC) 

ASSAULT MACHINE (DISC) 
SWISS F. ROBINSON (DISC. 


SKYFOX 
ARCHON 2 
KAISER (DISC) 
MULE (DISC) 


ARCHON 2 (DISC) 
FAHRENHEIT 4S1(DISC) 
ROBOT RASCALS<DISK) 
ARTIC FOX(DISK) 

FUTURE FINANCE (DISC) 

THE NEVER ENDING STORY 
EXODUS 
KORONIS RIFT 
THE EIDOLON 

THE GREAT US ROAD RACE 
KORONIS RIFT (DISC) 
TRANSFORMER S(DISC) 
ALTER EGO FEMALE(DISC) 
GREYFELL (DISC) 

DOGFIGHT 2167(DISQ 
DEATHSCAPE (DISC) 
DEACT1VATORS(DISC) 
CHALLENGE I QOBOTS(DISC) 
HYBRID(DI8C) 

BRIDE/FRANKENSTEIN (DISC 
TRIAXOS (DISC) 

CAMELOT WARRIORS( DISC) 
PILE UP (DISC) 
WERNER(DtSC) 

BUTZQRIEQ (DISC) 


CALKIT(DISC) 

HOMEPAK(DiSK) 

B/ORAPH(PISK) 


^ Post and packing: 1-3 titles 75p, 4 or more £1. Overseas £1.30 per title. 

This is just a small PERIPHERALS’ £1 per item. Overseas £1.80 

send cheques/P.O/s to: Budgetsoft, Dept CU 33 Little Breach, 
pieis, send I.*.,. Chichester, W.Sussex. POiq 4TY. 
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TAPE 

loading 
problems? 



you need the 

► DATASETTE DOCTOR 

THE OIMLY COMPLETE DATASETTE 
SERVICE & ALIGNMENT KIT. 


► CHECK & ADJUST ALIGNMENT 


► CHECK DATASETTE CIRCUITRY 


TWO TESTS WITH VERY PRECISE 
ADJUSTMENT 


SHOWS UP ELECTRONIC FAULTS 


► CHECK FOR ELECTRICAL INTERFERENCE SHOWS UP NOISE FROM TVs 

& MAINS WIRING 


► CHECK SAVING PERFORMANCT 


► CHECK LOADING PERFORMANCE" 

► CLEAN & DEMAGNETISE TAPE HEAD 


SPECIAL HIGH BAUD RATE SAVING TEST 


SPECIAL TURBO LOADING TEST 

CLEANER/DEMAGNETISER SUPPLIED. 


r^rflirM HEKSKpS* 

| Ollt * SO ■ 1 f CLEANING FLUID 8 


TAPE TO TAPE BACK-UP 

ITS EASY WITHADCLI 
DUAL CASSETTE INTERFACE 

ONLY £8.99 


Simply plug into the computer (64 or 128), and 
then connect TWO DATASETTES, press PLAY on 
one, & PLAY + RECORD on the other to obtain a 
DIRECT DIGITAL back-up. You don't even have to 
load the program. NO SOFTWARE OR 
PROGRAM ALTERATIONS REQUIRED. 

‘BEWARE OF INFERIOR IMITATIONS* 


wm/i 

TRILOGIC 


IL Trilogic Dept. CU., Unit 1, 
253 New Works Road 
Bradford, BD12 OQP. 

Tel. 0274 691115 


FAST MAIL ORDER SERVICE PROMPT DESPATCH ALL PRICES FULLY INCLUSIVE PLUS 10 DAY MONEY BACK 
GUARANTEE ON ALL ITEMS. PAYMENT BY CASH, CHEQUES PAYABLE TO TRILOGIC BY POSTAL ORDER ACCESS 
L OR VISA ADD £ I EXTRA FOR EXPORT ORDERS, PAYMENT IN STERLING ONLY PLEASE. 




W re welcome complaints from the public 
about advertisements in the press, on 
posters and in the cinema. It helps us keep 
advertising standards high. But we also 
monitor a considerable amount of advertis¬ 
ing, and take the necessaiy action ourselves. 

Ifyoud like to know more about our work, 
and receive a copy of the rules, please write. 

The Advertising Standards Authority. / 
We’re here to put it right 

ASA Ltd., Dept. X, Brook House,Torrington Place, London WCIE 7HN. 

This space is donated in the interests of high standards of advertising. 
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TIGER MAIL ORDER 


FAST AND FRIENDLY SERVICE IS OUR SPECIALITY 


Galactic Games. 


Silent Service.. 


Tape 

t Disk 


.. 10.95 

14.50 

Adventure Cons Set . 

...6.95 


Arena/Brattacus . 

...7.50 

12.50 

Archon . 

...6.95 

10.95 

Archon 2 . 

...6.95 


Barbarian . 

...6.95 


Bards Tale . 

...6.95 

10.95 

Bards Tale 2 . 

...6.45 

10.95 

Baseball . 

...8.95 

12.95 

Bobble Bobble . 

. 10.95 


Bureaucracy . 

...6.95 


California Games . 

...6.95 

10.95 

Defender of the Crown . 

...6.95 

10.95 

Delux Music Con . 

. 27.95 

33.95 

Delux Print . 

...6.95 

10.95 

Delux Paint 2 . 

...6.95 

10.50 

Earl Weaver Baseball . 

...6.95 


Faery Tale . 

...8.95 

13.50 

Flight Sim 2 . 

...6.95 

10.50 

Gauntlet . 

...6.25 

8.95 

GFL Football . 

. 10.95 

14.50 

Gunship 2 . 

...6.95 

10.95 

Hotball . 

...6.95 

10.95 

Insanity Flight . 

...6.95 

9.95 

Karate Kid 2 . 

...6.95 

10.95 

Leaderboard . 

...6.45 


Leaderboard Journey . 

...6.95 

8.95 

Obliterator . 

...6.95 

10.95 

Red October . 

...6.95 

10.95 

Scribble 2 . 

. 10.95 

14.95 

Silent Service . 

...6.95 


Star Wars . 

10.95 

14.95 

Strikeforce Harrier . 


10.95 

Terrorpods . 

..7.95 


Winter Games . 

..6.95 


Winter Olympiad . 

..6.95 

10.95 

Wizards Crown. . 

..6.95 

8.95 

World Games . 


720°... 

A,/A..4ofr TO RESTR,CTED SPACE, THIS IS A SMALL SELECTION OF OUR 
AVAILABLE TITLES. IF YOU CAN NOT SEE WHAT YOU REQUIRE THEN PLEASE 
RING US ON: 0272-550075 (24 hours) 

All prices include V.A.T. and postage in the U.K. E&OE 
Outside U.K. please add 50p per item for postage. 

PLEASE MAKE CHEQUES OR P.O.'S PAYABLE TO 

TIGER MAIL ORDER 

86 Blackswarth Road, Redfield, Bristol BS5 8AS 
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PROGRAMMERS 

Over tne last year tne ZEN ROOM has produced some ot EuropeS rop games, like TAU CETl 
DRACULA CYBORG ACADEMY DEATH OR GLORY BALlBREAKER ana THE ROCKY HORROR 
SHOW Now BntamS most innovative software development ream are looking lor eapene'xed 
freelance programmers to join tnem if you have just wmten a game or are about to ana would 
like the financial and programming Dacn-up the ZEN ROOM can offer contact Mwrhaef Hodges 
on 01-98S 2391 ot write to me ZEN ROOM Unit 7D Kings Yard Carpenters Road Lonoon £!$ 







































































































































can supply you 
this ultra rioaf, 
high 4utlily 
lllll Amiga 2nd: 
^ drive for 
m an ultra 
«w low price 


ONLY 


inc. VAT 


FEATURES 

❖ One year guarantee 

❖ 880K formatted capacity| 

❖ Very quiet 

❖ Slimline styling 

❖ Throughport 

❖ Fully compatible 

❖ Suits A500 or A1000 

❖ Top quality Citizen 
drive mechanism 

❖ Long cable for location 
left or right of computer 


STOP! 


All prices VAT/delivery inclusive. Next day delivery E5.00 extra 

How to order 


raryn h 1,■■ rrrtTra 

-^ BRIDGE STREET 

mr ^ EVESHAM 
^^WORCS WR11 4SF 

Tel: (0386) 765500 


ALSO AT: 1756 PERSHORE RD., COTTERIDGE, BIRMINGHAM, B30 3BH TEL: 021 458 4564 


Send cheque P.O. or ACCESS/VISA details 
Phone with ACCESS VISA details 
Govt., educ. & PLC official orders welcome 
Same day despatch whenever possible 
Callers welcome, open 6 days 9.30-5.30 
All offers subject to availability, E.&O.E. 
TELEX: 333294 FAX: 0386 765354 


BYRITE SOFTWARE SALE 


COMMODORE 64 CASSETTES 

at £1.99 each 

Montezuma’s Revenge, Fifth Quadrant, Dark Empire, 

Koronis Rift, The Detective, Mission Omega, Play Cards 
Right, Legions of Death, Dandy, Way of Tiger, Boulderdash, 
Boulderdash II, ICups, Firelord, Infodroid, Avenger, Druid, 
Highlander, Rescue on Fractalus, Kinetik, The Force, Max 
Headroom, Super Star Ping Pong, Star Quake, Falcon Patrol 
II, Hypaball, Starr League Baseball. Challenge of Gobots, 
Transformers, Leaderboard, Bobby bearing, Noseferatu, 
Cyborg, Action Pack Compilation, JSWII, Temple of Terror, 
Prodigy, Kayleth, Pile-up, Mindshadow, Neoclyps, Pub 
Game, Gt Escape, Back to Future, System 1500 2nd Ed, 
Dragon’s Lair, Explorer, Bride of Frankenstein, Hybrid, 
Adventure Quest, Sky Runner, Davy, Rogue Trooper, Polar 
Pierre, Magic Madness, Colour of Majic, Escape from 
Paradise, Elevator Action, Platform Perflection Compilation, 
10th Frame, Quake Minus One, Eagles, Bulldog, Vabba 
DabbaDoo, Superbsic, Jailbreak, Nemesis, Fassem m/c 
Lang Ass, Grand Master Chess, Pitman Typing tutor, Enigma 
Force, Donkey Kong Cartridge, Boulderdash Construction, 
Scott Adams Scoops, Moon Cresta, Empire, On Court 
Tennis, Mission Ao, Beyond Forbidden Forest, Deactivators, 
Dogfight 2187, Mountie Micks Deathride, Deathscape, 
Unbelievable Ultimate Compilation, Monty on the Run, 
Nemesis the Warlock, Dragonslair II, Apshai Trilogy, Strike 
Force Cobra, Killer Ring, Deadringer, Out on a Limb, 
Skaterock, Tomahawk, Fighter Pilot, Ice Buster, Robin of the 
Wood, Werner, Marble Madness, Nether Earth, Thanatos, 
Mario Bros, Beamrider, Spy v Spy III, Shadow Skimmer, 
Krakout, Master of Univ (Adv), Panarama, Tag Team 
Wrestling, Decathalon, Greyfell, Wibstars, Jumpin’ Jimmy, 
Xeno, Arc of Yesod, Future Knight, Double Take, Agent 
Orange, Battalion Commander, Its A Knockout, Big Names 
Bonanza, Comic Bakeiy, Shaolins Rd, Int Karate, Devs Ex 
Machina, Little Comp People 

COMMODORE 64 DISCS 

at £1.99 each 

Nexus, Fighter Warrior, Redhawk, Thing On ASpring, Druid, 
Nemesis, Warlock, Starion, Murder by Dozen, Polar Pierre, 
Hacker, Prodigy, Tomahawk, Chameleion, Explorer, 
Transformers, Battle Midway, Titanic, Spindizzy, Oil wells 
(cartridge) Mr Cool (Cartridge) Heartland, Master Univ (adv) 
Tracer Sanction, Suspended, Zork II, Zork III, Hypabull, 
Pastfinder 


2.99 Discs 

Easyfile, Future, Finance, Assembler Tutor 

COMMODORE 64 NEW TITLES 

Rastan Saga 6.25 

Knightmare 6.95 

Eye 6.95 

Tetris 6.25 

Garfield 6.95 

Flying Shark 6.25 

Andy Capp 6.95 

4 Smash Hits 6.95 

Mean Streak 6.95 

Deflektor 6.95 

Dan Dare II 6.25 

Lazertag 6.95 

N. Mansell’s Grand Prix 6.95 

Impossible Mission II 6.95 

Bravestarr 6.95 

Buggy Boy 6.95 

Thundercats 6.95 

Predator 6.95 

Street Sports Basketball 6.95 

Cosmic Causeway 6.95 

Rampage 6.95 

500cc Grand Price 6.95 

Solid Gold 6.95 


Vengeance 

Protect Stealth Fighter 

Octapolis 

Trapdoor II 

Guadalcanal 

Lifeforce 

Out of this World 

Basket Master 

4th & Inches 


6.95 

10.50 

6.95 

6.25 

6.95 

6.95 

6.95 

6.25 

£6.99 


DONTFORGET 

This is a sample of Games at 
30% OFFRRP. 

Just sent us your cheque for 
any new title not listed at 
30% OFF RRP. 

AMIGA TITLES 

Jinxster 
Tetris 

Chamonix Challenge 
Garfield 
Garrison 
Test Drive 
Bad Cats 
Insanity Flight 
XLS 
Ego 

Hung Red Oct 
Flight Sim II 
Deja-Vu 
Terrorpods 
Western Games 
Hot Ball 
Leviathan 

30% OFF RRP of any new title 
not listed 

AMIGA TITLES BUDGET 

Supsended, Wishbrinaer, Spellbreaker, 
Sationfall, Lufftboats, Sea Stalker, 
Trinity, Witness,Starcross, Dealdine, 
Moonmist, Portal, Plantefall, Enchanter, 
Infidel, Zork 1, Zork II, Zork III 

All 11.95 each 


17.50 

13.95 

13.95 

17.50 

17.50 

17.50 

13.95 

17.50 

13.95 
17.50 
17.50 

34.95 
17.50 
17.50 

13.95 
17.50 
13.95 


Utilitys 

ker Keybo 


C64 Music Maker Keyboards £3.99 

Logo 3.99 

Neos Mouse cass 20.00 

disc 23.00 

Scrablle, Cluedo, Monopoly cass 7.95 
Byrite Software 1-3 titles 75p 4 or more 1.00 
Don't forget a full 30% off any new title not listed. 

Please note that cheques must be made payable to: 

BYRITE SOFTWARE not to Logic Mail Order 
Please phone me if you have any queries over the 
goods listed, ie Spinnaker titles and the books. 


LOGIC NAIL ORDER LTD. 

Department 1,17 Leofric Square, 
Eastern Industry, Peterborough, Cambs 
Tel: 0733 313870 












































# Screen Scene 



juggling with joystick and function 
keys — they might cough up some 
useful information about the map, 
or sell you a gun. More often, 
though, they walk away or worse 
still, you accidentally shoot them. 
Once shots are fired, the natives get 
unfriendly, and you're in for a 
surprisingly tedious shoot-out. 

Cash dispensers can be used to 
obtain funds for buying guns or 
bribing bandits, and these funds can 
be further increased by playing the 
fruit machines found in some of the 
buildings. There are other goodies 
for you to discover, and most useful 
of all is the little spacecraft which 
allows you to travel at speed across 
the terrain, splattering any 


roid 


A nyone remember Cyborg ? 
Released by CRL almost a 
year ago, it was a mildly 
intriguing but frequently irritating 
exploration game. Things weren't 
helped by some feeble sound effects 
and blocky graphics, combined with 
grossly inadequate instructions. 

So it's a bit surprising that CRL 
has now produced a sequel — 
Mandroid—which, though different 
in many respects, still suffers from 
all the shortcomings of the earlier 
game. 

Yet again the inlay card tells you 
sweet Felicity Adams, other than 
that your mission this time is to seek 
and destroy the evil Max, who is 
using stolen Mandroid designs to 
construct a vast cyborg army. 
Shrugging, you start to load the 
program, and it's only at this point 
that you discover (from a message 
hidden on the loading screen) that 
further information can be found on 
the flip side of the cassette. So you 
stop the tape, rewind it, and load 
Side B — an annoying and totally 
unnecessary procedure which could 
have been avoided if CRL had taken 
the trouble to label the cassette 
properly or, better still, supplied a 
detailed instruction sheet. 

This library section on the B side 
consists of a dozen screens of text 
and legoland graphics. These are 
supposed to help you identify the 
bandits, thieves, guards, whores 
and other lifeforms which you'll 
encounter in the game. Apart from 
the women and some assorted 
droids and robots, most of the 
characters look so similar that by the 
time you've loaded side A again 
you've forgotten which is which. 

As in Cyborg, all the action takes 
place in a narrow strip across the top 



of the screen, the space below 

reserved for the various control 
panels and icon screens that you'll 
come across during play. These 
include a Communications menu, 
which allows you to interrogate, 
threaten and bribe any passers-by 
who you bump into, and also the 
Weapons display, enabling you to 
swap your hand-gun for a laser rifle, 
grenade or any other weapon which 
you've acquired. 

The playing area is large: a 
sprawling landscape of boulder- 
strewn sands, stagnant pools, dirty 
rivers and streets of shell-damaged 
buildings, depicted in adequate but 
uninspired graphics. Portals and 
bridges lead into adjacent screens, 
and the houses are warrens of 
interconnecting rooms. 

Charting your way through this 
maze is a thankless task, made more 
difficult by the hordes of villains 
who swarm in all directions, guns at 
the ready. If you stop and question 
them successfully—a laborious 
task in itself, involving a lot of 


unfortunate bods who happen to get 
in the way. 

But such occasional delights don't 
do much to compensate for the 
poverty of the animation and sound, 
and mind-numbing repetition of the 
gameplay. There's no scoring 
facility, or indeed any indication of 
how near you are to completing the 
game, and you've only got one life 
— lose that and the whole 
frustrating unrewarding, process 
begins all over again. 

Bill Scolding 

Search a few rooms. 


Why are all those people in the 
bedroom? 
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AMIGA OWNERS: 


Discover new worlds with your Amiga 


THE 64 EMULATOR FOR YOUR AMIGA £69.95 

THE 64 EMULATOR broadens the horizons of your Amiga with access to thousands of programs written for 
the Commodore 64. Yes, the proven word processors, databases, spreadsheets and exciting games can 
now be run on your Amiga. Why wait for an expanded range of Amiga software when you can take 
immediate advantage of quality software chosen by six million other computer owners? 


★ Run 64 software on your Amiga! 

★ Supports Amiga disk drives and printers during 64 emulation. 

★ Serial Interface allows use of Commodore 64 disk drives and printers. 

★ Pop-up configuration menu lets you easily customize The 64 Emulator to your hardware. 

★ Supports emulation of all videos, sound and timers (VIC, SID and CIAS) 

★ Monochrome mode for increased speed when colour is not required. 

★ Built-in transfer feature allows you to move 64 programs to Amiga disks. 

★ Compatible with GEOS, PaperClip, Print Shop and thousands of other 64 programs. 

★ DUE TO THE NATURE OF THE AMIGA, SOME PROGRAMS MAY NOT OPERATE WITH THE 64 EMULATOR. 


Requires 512K and Kickstart 1.2. 

© 1987 READYSOFT INC. (CANADA) 

Distributed by Robtek Ltd, 
Unit 4 

Isleworth Business Complex, 
St Johns Road, 

Isleworth Middlesex TW7 6NL 
Telephone 01-847 4457 
VISA and ACCESS accepted. 


Name ... 
Address 


. Phone . 

I enclose a cheque for £69.95 

ACCESS/VISA expiry date. 

Card No: I I I I I I l~l I I II I I IT! 


BACK UP! 
TRANSFER! 
CONVERT! 
ANY PROGRAM 


FOR ONLY 


SSSSf' 
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.99 

INC VAT 
& POSTAGE > 


WITH THE AMAZING EXPERT CARTRIDGE 

NOW INCLUDING THE LATEST V.3 UPGRADE 


• THE ONLY USER PROGRAMMABLE BACK-UP & UTILITY FOR 64/128 (64 MODE). 

• EASY & CHEAP TO UPGRADE - JUST £3.50 FOR UPGRADE SOFTWARE 

ON DISK OR TAPE. _ 

• FULL 64K M/CODE MONITOR._ 

• SCREEN & PICTURE PRINTER DUMPS. 

• SPRITE EXTRACTOR & EDITOR. _ 

• SAVES PROGRAMS IN ONE FILE (EXCL. MULTIPART ONES). 

• SUPER EFFICIENT COMPACTOR - SAVE 3 OR MORE PROGRAMS PER DISK. 

• TURBO RELOADER & DECOMPACTOR - RELOADS & RESTARTS PROGRAMS 

IN SECONDS. _ 

• EXPERT NOT NEEDED FOR LOADING BACK. 

JOIN THE INTERNATIONAL EXPERT USER CLUB. 



TRILOGIC 



PLEASE STATE DISK OR TAPE SOFTWARE WHEN ORDERING. 


Trilogic Dept. CU., Unit 1, 

253 New Works Road 

Bradford, BD12 OQP. Tel. 0274 691115 


FAST MAIL ORDER SERVICE • PROMPT DESPATCH • ALL PRICES FULLY INCLUSIVE PLUS 10 DAY MONEY BACK 
GUARANTEE ON ALL ITEMS. PAYMENT BY CASH, CHEQUES PAYABLE TO TRILOGIC BY POSTAL ORDER, 
ACCESS, OR VISA ADD £1 EXTRA FOR EXPORT ORDERS, PAYMENT IN STERLING ONLY PLEASE. 










































C64/128 
Electronic Arts 
Price: £14.95 
disk only 

S trike Fleet is the kind of 
ambitious multi-scenario 
combat sim that few 
software houses, with the obvious 
exception of Microprose, would be 
amibitious enought to attempt. 
Perhaps not surprisingly, the game 
bears more than a passing 
resemblance to EA's PHM Pegasus 
hydrofoil sim which was released 
just before Christmas last year. 
Strike Fleet goes much further in 
virtually every respect, from the 
complexity and number of vessels 
and weapons systems you can 
control to the diversity of real-life 
scenarios in which the player can 
become involved. 

The manual, which runs to more 
than 60 pages, offers a 'quick-intro' 
option for those who don't want to 
spend a weekend delving into the 


finer details of modern missile- 
based naval warfare. So those with 
an itchy trigger finger can be up and 
running inside an hour. Strike Fleet 
can really be tackled on two levels: 
as an action arcade game, or as a 
fully fledged naval combat 
simulation as accurate as you can 
get on the 64. Most people will 
probably go for something in 
between, it's really as complicated 
as you want to make it. 

The defining feature of the game, 
as the name suggests is that the 
player controls not one, but any 
number of vessels up to sixteen. 
Usually most of your time will be 
spent on the flagship, the other 
ships are looked after by the 
computer until you decide to bring 
them into use. Success depends to a 
large degree on sound tactics and 
strategy—using each of the ships to 
its best advantage in a particular 
situation and all of them working 
together so as to make their 
numbers a strength rather than a 
weakness. 

I decided to jump in at the deep 
end and leave manual reading until I 


had been blow out of the water two 
or three times. The first screen 
displayed is the Strike Fleet 
Command screen which gives 
details of the mission briefing. You 
can choose from ten missions which 
get progressively more difficult. The 
objective is, obviously, to complete 
the scenario in the allotted time, i.e. 
doing what you are told. On 
occasions this means destroying 
everything in sight, but it doesn't 
always and if you let loose like a 
maniac in what is essentially a 
defensive role you won't be looked 
upon kindly. 

Successful completion of 
scenarios gets you points and points 
get you stripes. If you do badly you 
just don't score and if you do very 
badly you'll probably get 
courtmarshalled. The ultimate 
objective is to achieve the rank of 
Fleet Admiral, but it's a long way up. 
To get that far you have to undertake 
campaigns—a series of scenarios 
linked together. The one thing 
campaigns have in common is that 
they all include the last three, most 
difficult scenarios. 


Cruising through the Straits of Hormus. 

In scenario 1 you control only one 
ship, a US frigate, defending neutral 
shipping in the Persian Gulf. A 
primarily defensive role in which 
you fire only if fired upon. You will 


Scenario 1: just you and your frigate. 


Iraqi Mirage fighter on the horizon. 
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DIGITAL POINTS DISPLAY 


Strike Fleet— the military sim that puts you in control. 


be. Scenario 2 has you in command 
of two British Frigates chasing 
Argentinian subs in the South 
Atlantic. Don't forget that you will 
lose points unless they are facing in 


the opposite direction and heading 
for home when you sink them. From 
there you can move on to«scorting 
reflagged tankers in the Persian Gulf 
with a 7 ship task force and another 
slog-it-out in the South Atlantic. The 
remaining scenarios all focus on a 
hypothetical WWW against the 
USSR in Scandinavian waters, 
concluding with 'mopping up' in 
which, though the war is virtually at 
an end you finish off what remains 
of the Soviet navy just for kicks, 
before the boys in suits put an end 
to all the fun. 

I recommend you start with 
scenario 1 just to get accustomed to 
which button does what. Everything 
can be done with the joystick— 
highlighting panels on the console 
with the fire button, but there are 
key equivalents and if you can 
remember them they're faster. Once 
you have selected your ships—an 
easy task in this scenario as there is 


Scoring a direct hit on an enemy ship. 


only one—you can set sail. You are 
then presented with the Command 
Information Centre which, in 
addition to giving you a large map of 
the area, allows you to give orders 
to the fleet. 

Primarily the CIC is used to set 
courses for each of your ships. The 
map has a zoom facility which, as 
well as giving a more detailed view 
allows you to issue orders at task 
force and individual ship level. In 
this way you can split your fleet into 
several smaller task forces, merge 
taskforces and change flagships. 
From the CIC you can go to the 
bridge of the currently selected ship 
which is where the action takes 
place. 

The bridge screen shows all 
navigational instrumentation, 
weapons systems and of course the 
view ahead. It's mainly a question of 
keeping your eye on the radar, or 
sonar if you're looking for subs and 
using the right weapons to destroy 
them if and when necessary. Time 
can be compressed up to 128 fold 
when nothing interesting is 
happening. When it does you will 
get a blip on the screen and can 
target and view using the binocular 
view at the top of the screen. 

It's obviously as essential to 
protect your ships as it is to destroy 
the enemy's. Incoming missile 
warning systems give advance 


notice of threats and they can be 
dealt with by targetting and firing 
AA missiles, chaff, and, as a last 
resort, shells. It's important to detect 
threats at the earliest possible 
opportunity and you can do this to 
best effect by properly deploying 
your forces and using scout ships. 
You can hop about from ship to ship 
using the change bridge command, 
very handy if the one you happen to 
be on is about to be sunk. Scenario 1 
only gives you one ship, but you can 
make effective use of the two 
helicopters by sending them out to 
scout and using their radar as 
remote tracking stations for your 
long range missiles. 

Where Strike Fleet leaves similar 
games standing is obviously in the 
control it gives you over everything. 
There are now a number of these 
kinds of games available where the 
military detail, accuracy and 
diversity is about as complete as 
you could hope for. But in most if 
not all of them 90 percent of the 
hardware is under computer control, 
they are automated players in the 
game leaving you with limited if any 
control over what they do. Strike 
Fleet gives you the opportunity, if 
you want it, to take control of the 
whole situation and so will hold a 
much greater appeal for the 
dedicated war games fan. 

Ken McMahon 
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CASTLE HOUSE 
11 NEWCASTLE STREET 
BURSLEM 
STOKE-ON-TRENT 
TEL: 0782 575043 
(10 LINES) 


SALE! 

C.64 CASSETTES 

Ace of Aces 

Aerojet 

AlleyKat 

American Football 
Airborne Ranger 
Asterix 
Buggy Boy 
Bubble Bobble 
Boulderdash Conset 
Bounder 
Ballblazer 
Bride of Frank. 

Bazooka Bill 

Batallion Commander 

Breakthrough 

Beyond Forbidden Forest 

Biggies 

Big Deal 

Black Hawk 

Bounty Bob Strikes Back 

Bulldog 

Brave Star 

California Games 

Combat School 

Cholo 

Centurions 

Cobra 

Comic Bakery 
Chall. of the Gobots 
Cave Fighter 
Critical Mass 
Cybord 
Madballs 

Game, Set & Match 
Live Ammo 
International Karate + 

720° 

Sidearms 
Ramparts 
Rampage 
Dan Dare II 


2.99 

2.99 
1.50 
1.50 

10.50 

1.99 
6.75 
6.75 

2.99 
50p 

1.99 

2.99 

1.99 

2.99 

1.99 
1.99 
1.99 

1.99 

1.50 
99p 
99p 
6.75 
6.75 
6.25 

2.99 

2.99 

1.99 


1.99 

6.29 

8.95 

6.75 

6.75 

6.75 

6.75 

6.75 

6.75 

6.75 


SALE 

C64 CASSETTES 

Dandy 99p 

Deactivators 1.99 

Deathscape 1.99 

Death or Glory 1.99 

Dr Who & the Minds of 
Terror 3.95 

Dodgy Geezers 2.99 

Dogfight 2187 1.99 

Double Take 1.99 

Doomdarks Revenge 2.99 
Dracula 3.95 

Dragons Lair 2.99 

Dragons Lair II 2.99 

Dragonskulle 50p 

Enigmaforce 50p 

Exterminator 50p 

Election 2.99 

Eagles 1.99 

Enduro racer 5.95 

Fifth Quadrant 2.99 

Fields of Fire 3.95 

Frostbite 99 p 

Fairlight 2.99 

Future Knight 1.99 

Footballer of the Year 2.50 
Football Man. 2.50 

Falcon Patrol 2.99 

Firelord 1.99 

Flash Gordon 99 p 

Glider Rider l.gg 

Go for Gold 99p 

Grange Hill 1.99 

Golf. Con. Set 2.99 

Flying Shark 6.50 

Shoot‘Em Up Con. Set 10.50 
Packland 6.95 

Stealth Fighter 10.50 

Pyscho Soldier 6.25 

Trantor 6.75 

Rastan Saga 6.25 

Gryzor 6.25 


SALE! 

C.64 CASSETTES 

Howard the Duck 99p 

Hysteria 6.75 

Herberts Dummy Run 50p 

Hybred # 1.50 

Headcoach 2.75 

Hardball 1.99 

Highball Encounter 99p 

Hit Pak VI Vol II 6.75 

Mean City 2.99 

Marble Madness 2.99 

Max Torque 2.99 

Mutants 1.99 

Miami Vice 1.99 

Pub Games 1.99 

Polar Pierre 2.99 

Hot Wheels 2.99 

Hustler sop 

Hiccups 1.99 

Hobbit 2.99 

Infodroid 99p 

Indoor Sports 3.95 

Iwo Jima 1.99 

The Inheritance 2.99 

Jailbreak 2.99 

Judge Dredd 1.99 

Kinetik 1.99 

Knight Rider 1.99 

Kayleth 1.99 

Koronis Rift 1.99 

Krakout 1.99 

The Ket Trilogy 2.99 

Leaderboard Exec. 3.95 

Little Comp. People 1.99 

Law of the West 99 p 

Labyrinth 2.99 

Phantays 6.25 

Thundercats 6.75 

Buggyboy 6.75 

W.C. Leaderboard 6.50 

RED L.E.D. 6.50 


SALE 

C64 CASSETTES 

Lords of Midnight 1.99 

Nuclear Embargo 1.99 

Nemesis Final Chall. 2.99 

Nemesis The Warlock 1.99 
Nomad 1.50 

Outrun 6.75 

Oink 1.99 

Panther 99 p 

Rock n’ Wrestle 1.50 

Rocky Horror Show 1.99 
Ranarama 2.50 

Super Hughey II 2.50 

Shaolin’s Rd 2.50 

Short Circuit 1.99 

Saboteur II 2.50 

Saracen 1.50 

Sorcery 99 p 

Strangeloop 99p 

Sigma 7 1.99 

Slapfight 2.99 

Star Wars 6.75 

Silicon Dreams 4.95 

Shockway Rider 1.99 

Starfox 1.99 

Street Surfer 99p 

Tiger Mission 99p 

Tomahawk 1.99 

Tau Ceti 1.99 

Tentframe 1.99 

Tagteam Wrestling/Karate 
Champ 1.99 

Tarzan 99 p 

Trap 99p 

Tai-Pan 5.95 

Temple of Apshai 
Trilogy 3.95 

Vikings 99p 

Whirley Nurd 1.99 

Werner 1.99 

W.A.R. 1.99 

Sky Runner 99p 

Rygar 6.75 

Indiana Jones 6.75 


SALE 

C64 CASSETTES 

Gunship 
Exelon 
Knightmare 
Star Paws 
Super Hang On 
Action Force 
Jackal 

Evening Star 
Super Sprint 
Bismark 
Predator 

Impossible Mission II 
Platoon 
Skate or Die 
Bangkok Knights 
4th and Inches 


9.95 
6.50 
6.50 
2.99 
6.75 
6.50 
6.25 
6.25 
6.50 
6.50 
6.75 
6.75 
6.75 

7.95 
6.75 
6.50 


Five Star Games — Spindizzy, 
BATALYX, Zoids, Scarabues, 
Equinox — £2.99 

Five Star Games Vol II — Dandy, 
Paradroid, Cauldron II, Strike 
Force Cobra, Who Dares Wins II 
only £3.95 

Now Games 3 — Sorcery View 
To A Kill, Codename Matt II, Every 
Ones A Wally, Nick Faldo Plays The 
Open — £1.99 


SALE' 

C64 CASSETTES 

Tracker 4.95 

PSI Warrior 1 50 

Mystery Of The Nile 2.99 

Sidewize 2.99 

On The Tiles 

Scary Monsters 2.99 

The Big Sleeze 1.99 

Warrior II i.gg 

Zaxxon i.gg 

Who Dares Wins II 2.99 

W. S. Baseball 9 

Deadringer 1 ., 

Compilations 

Arcade Hall of Fame; Tapper, 

Spy Hunter, Blue Max, Up’n’ 

Downer Aztec. Challenge — £2.99 

’0 Great Games — Avenger, 

Krackout, Future Knight, Footballer 
of Year, Bounder Railblazer, 

Highway Encounter, Westbank, 

???? On Run, Jack The Nipper— 
£5.95 

Coin Op Connection — Express 
Raider Crystal Castles, Metrocross, 
Breakthro 


- £3.95 

4 Smash Hits — Ranarama, Zynaps 
Exelon, Uridium + — £1.75 


P&P IS FREE ON ALL ORDERS OVER £5. 

Under £5 please add 50p. 

Overseas please add £1 per game. 

Many thanks to all our customers who ordered 
off us last month. 

PLEASE NOTE THE NEW ADDRESS 


GETTING BIGGER BY BEING 

BETTER! 


SALE! 

C.64 CASSETTES 

Everest Assent 
Ship Of The Line 
Urban Upstart 
Battlecruiser 
Powerplay 
Hunters Moon 
Victory Road 
The Train 
ATF 

Octapolis 

Platoon 

Super Hang On 
Predator 

Alternative World Games 

Terramex 

Bangkok Knights 

Rastan Saga 

Matchdayll 

Sub Battle Sim 

Morpheus 

Deja Vu 

Bards Tale 2 

Andy Capp 

Knightmare 

Airbourne Ranger 

Stealthfighter 

Rampage 

Shoot em Up Con Kit 
Blood Valley 
Nigel Mansell’s 


1.99 

1.99 

1.99 

15.95 

7.95 

8.95 
8.95 
10.25 
10.25 
8.95 

10.50 

10.25 

10.25 

10.25 

10.25 

10.25 

8.95 

8.95 

10.50 

12.95 
10.25 

11.95 
10.25 
10.25 
10.50 
10.50 

9.95 

13.95 
10.25 

11.95 


SALE 

C64 CASSETTES 

Hunters Moon 6.75 

Victory Road 6.25 

Roy of Rovers 6.75 

The Train 7.95 

ATF 6.75 

Octapolis 6.75 

Knight Games 2 6.75 

★★★★★★★★★★★★★ 
★ ★ 

★ Platoon 6.75 * 


★★★★★★★★★★★★★ 

Terramex 

6.75 

Risk 

6.75 

Deflector 

6.75 

Sub Battle Sim 

6.95 

1 Ball 2 

6.75 

Football Frenzy 

1.50 

Morphens 

10.00 

Deathwish 3 

2.75 

Andy Capp 

Garfield 

6.75 

6.75 

Jack The Nipper II 

2.75 

Auf Wieder’ Monty 

2.75 

Mask II 

3.95 

Masters of Uni Movie 

3.95 

Auf Wieder Monty 

2.99 

Side Arms 

6.50 

Tetris 

6.75 

Thing Bounces Back 

2.99 


SALE! 
C.64 DISKS 

Leviathian 
Mission Elevator 
Inheritance 
Jack The Ripper 
Gunship 

Defender of Crown 
Infodroid 
Repton 3 
Sinbad 
Spindizzy 

Passengers on wind 

Dogfight 2187 

Headcoach 

Hybrid 

Werner 

Greyfell 

Classics 1 

Inheritance II 

Prohibition 

B Cloughs F. Fortunes 
Camelot Warriors 
Vera Cruz 
RDF 1985 

Bride of Frankenstein 

Deathscape 

Beaurocracy 

Panzer Grenadier 

Gettysburg 

Chickamauga 

Transalvanian Tower 


2.99 

1.99 

2.99 

10.95 

13.95 
9.95 

1.99 

2.99 

2.99 

1.99 

2.99 

1.99 

2.99 

1.99 
1.99 

1.99 

2.99 
2.99 
2.99 
2.99 
2.99 
2.99 

9.95 

2.99 

1.99 

7.95 
12.95 
12.95 
12.95 

1.99 


SALE 

C64 DISKS 

Gemstone Healer 8.95 

Zork III 7.95 

Nemesis The Warlock 3.95 

5 Star Games 3.95 

5 Star Games vol II 3.95 

President 2.99 

Murder off Miami 2.99 

10 Computer Hits Vol 3 3.95 
Druid 3.95 

Eagles 3.95 

Red Hawk 1.99 

Rambo 1.99 

PSI 5 Trading Co 3.95 

Three Musketeers 2.99 

Mission Elevator 1.99 

★★★★★★★★★★★*★ 

★ Heartland 2.99 ★ 

★ Tracker 5.95 ★ 

★ Scary Monsters 2.99 ★ 

★ On The Tiles 2.99 ★ 


Shockway Rider 
Cholo 

Challenge of Gobots 
Russia 
Bards Tale 
Test Drive 
Lords Of Conquest 
I.C.U.P.S. 

Blitzcreig 


2.99 

2.99 

2.99 

13.95 

11.95 
11.95 

9.95 

2.99 

1.99 


AMIGA 

SPECIALS 

Space battle 

Demolition 

Phalanx 

Challenger 

Cruncher factory 

Sky Fighter 

Grid Start 

Thai Boxing 

Final Trip 

Vaders 

Deadline 

Sorceror 

Hacker II 

Station Fall 

Enchanter 

Suspect 

Portal 

Barbarian 

Terropods 

Defender 

Kampgruffe 

Knight Ore 

Chessmaster 

Marble Madness 

Earl Weever Baseball 

Grand Slam 

Obliterator 

Tetris 


6.50 

6.50 

6.50 

6.50 

6.50 

9.95 

9.95 

9.95 

6.50 

6.50 

9.50 
9.50 
9.50 
9.50 
9.50 
9.50 
9.50 

15.95 

15.95 

19.95 

19.95 

12.95 

16.95 
16.95 

16.95 

15.95 

16.95 
P.O.A. 


AMIGA 

SPECIALS 

AAARGH 
Army Moves 
Ferrari Formula one 
G.B. Air Rally 
Xenon 
Backlash 
Black Shadow 
Kings of Chicago 
Garrison 
Flight Sim II 
California Games 
Impact 

Indoor Sports 
Time Bandits 
Crazy Football 
Chessmaster 2000 
Bards Tale 
Deluxe Paint II 
Marble Madness 
Earl Weaver 
Test Drive 
Powerplay 
Shadowgate 
Gunship 

Universal Military Sim 
30 Helicopter Sim 
Football Manager II 


13.95 

13.95 

16.95 

12.95 
12.95 
12.95 

12.95 

15.95 
15.00 

34.95 

15.95 
10.25 

13.95 
13.95 

13.95 

15.96 

16.95 

44.95 

16.95 

15.95 

16.95 

13.95 

20.95 

16.95 
16.95 

16.95 

13.95 
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• Screen Scene 


Human Bean Juice: Who 
watches the Watchman? 


Best of British: Should be a copy of CU. 


J oining the already large 
market of re-vamped early 
'80s pioneer games, Ricochet 
is the only budget BreakOut spinoff 
to date and well worth the sum 
asked. 

As with most of these types of 
game a plot is not really required. 
There's a bat at the bottom of the 
screen, and a brick wall at the top, 
the aim of the game being to smash 
all the bricks to proceed to the next 


flying heads. For destroying the 
various entities on the bonus rounds 
you get one meagre point for 
everyone rammed but a nice round 
hundred for each shot. 

There are several different 
weapons along with several 
different ways of collecting them. 
The best of the bunch is the Greased 
Lightning. Anyone who has ever 
played R-Type or knows what the 
lasers in that are like will instantly 
know what this looks like. Then 
there's the Gism Gun, which sounds 
more fun than it really is. In fact it's 
nothing more than the standard 
upwardly mobile brick thrashing 


laser. Then there's Magno Bat 
(catch), and Violent ball. Instead of 
giving you a laser this equips your 
ball with one, the direction in which 
it fires is controlled by the joystick. 

Whilst effective, this can often leave 
your bat stranded in an awkward 
position. My fave has to be the 
Angry Yag, a little geezer who 
appears from time to time 
showering the screen with balls. ^ Ode To Brennan: ex-Zzap Ed 
The way to get a weapon is Ciarin that is. 


available, you can collect 
hyperwarps to take you to the next 
level, along with extra men and 
slowdowns. What these have in 
common apart from being in the 
same game, is that they all have to 
be used by going to a separate 
screen. On this screen, reached by 
pressing the space bar, is a total of 
the items you have plus the current 
ball speed (1-9). When you obtain a 
weapon or use an extra life the ball 
speed goes up by one, so the slow 
downs tend to be more vital than in 
say, Arkanoid, where they're often 
of nuisance value. 

One other feature is the useful 
suicide key, which allows you to go 
to the next level by forfitting a life. 
But what makes Ricochet great is the 
construction kit. It's not very 
comprehensive but it does make a 
pleasant change from the normal 
stuff. Then there's the sixteen 
randomly selected high-score tables 
which are reselected when you 
reload. 

Apart from the nice title screen 
'toon' the sound is pretty mediocre, 
the graphics the same, with some 
weird sprites and screens which 
could only be the product of 
somebody who was totally smashed 
out of their minds at the time of 
programming. 

Incomparable with Arkanoid in 
nearly every way, Ricochet still 
offers a lot for two squid. Cheap for 
a game with so much balls. 

Mark Patterson 


simple: every time you destroy a 
large coloured block it drops a 
token, causing the letter 
corresponding to that colour on the 
word GRAVY to change colour. After 
five tokens have been collected the 
letter starts to flash and then the 
weapon of the letter of the token is 
yours. Alternatively you might find it 
easier to bounce your ball off one of 
the flashing blocks and collect the 
instant credit from that. 

On top of what is already 


Sweet FA; Not this season. 

level. However, on Ricochet, above 
the bricks written in large circled 
letters is the word GRAVY, and 
under the bat is the screen's name 
which changes to men and score 
after a short period. 

Ricochet takes the BreakOut 
format to the lighter side of 
computer entertainment, as 
demonstrated by some of the more 
wry screens. One of my favourites 
knocks the stockbrokers, with the BP 
symbol in one corner and a 
slumping progress chart in the 
other. In between each level is a 
totally insignificant bonus screen, 
with titles like Manic Helicopters for 
a screen where you're attacked by 
























































































































B ack in the mists of time, the 
legendary Skyfox took to the 
skies to fight off unprovoked 
alien tank attacks on terran colonies. 
And now, some two years later, 
those pesky alien Xenomorphs are 
at it again, and all hopes are fixed on 
the new super-sophisticated rink- 
dink Sfy/ox//warpfighterto 
preserve truth, justice and the 
American way. 

Like the earlier game, SkyfoxII is 
an import from American-based 
Electronic Arts, and is another 
shoot- f em-up and simulation 
exercise. But this time the emphasis 
is more on the simulation side: the 
16-page instruction manual and the 
accompanying star map mean that 
it's going to be several hours before 
you feel at home in the cockpit, and 
when you eventually take off into 
the wastes of space you'll find that 
space flight is exactly what you 
always feared it would be—pretty 
damn tedious. 

Piloting the SkyfoxII is no 
pushover. There are energy, shield 
and damage gauges to watch, a 
scan monitor which can toggle 
between short, medium and long 
range as well as fore and aft views. 
Warning messages flash up when 
the enemy's about to attack, and a 
target identifier displays oncoming 
craft in different colours to denote 
which side they're on. There's the 
usual battery of weapons—photon 
pulse bombs, anti-matter mines and 
neutron disruptors—and a Head Up 
Display targeted system locks on 
to any stages and craft in the 
vicinityjnd shows its proximity. 

All these arKther functions 
(decept device, transmission 
interceptor, shields, etc, etc) mean 
that you're going to need at least 
hands to manipulate both 


k 


Skyfox II is, however, c 
understand the map of the Cygri 
constellation and the navigation 
eking procedure. Most missijj 
iputoflytoaparticulj 
ors 

npmiiRHv 




64/128 

Electronic 

Arts 

Price: 

£ 14.95/disk 


ordinates can be calculated using 
the star map, and then selected on 
the navigation screen. The autopilot 
can then be switched on, and all you 
have to do is override the autopilot 
whenever you're passing through 
an asteroid belt—which is most of 
the time, in my experience. 

Some of the missions you can 
choose from are relatively low-risk 
no-nonsense shootouts, like 
'Intruder Alert', but these are also 
often disappointingly short (one 
such foray lasted only 29 seconds 
before returning to base and a 
hero's welcome). Others include 
escorting damaged frigates, locating 
the ancient starbase Boondockia, or 
acting as bodyguard to a peace 
ambassador. The more complex the 
mission, the longer it takes, and the 
more time you spend travelling 
through endless showers of 
meteorites, with only the occasional 
Xenomorph attack to relieve the 
monotony. 

There are short-cuts called worm- 
holes scattered throughout the 
Cygnus star system which 
theoretically should reduce the 
gigantic playing area to manageable 
proportions, but beginners will find 
that they usually emerge from a 
wormhole several light years away 
from their destination. 

From the polished illustrations 
which depict each mission, to the 
solid spacecraft, starbases and 
asteroids of the flight sequences, the 
graphics are impressive and 
smoothly animated. There's not 
much in the way of sound, but that 
doesn't seem to matter, and the 
frequent access to disk doesn't 
interfere with play. 

Flawlessly presented and 
handsomely packaged, Skyfox II 
suffers from an excess of realism 
and a lack of fun. It's more likely to 
appeal to fans of flight simulations 
than the shoot-'em-up brigade, and 
even the former might tire 
eventually of playing dodgems with 
yet another load of floating rocks. 

Bill Scolding 




SKYFOX II 
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m\/ Simulator 



64/128 
Code Masters 
Price: £1.99 


F ollowing in the tracks of the 
best-selling BMX Simulator, 
Grand Prix Simulator, Fruit 
Machine Simulator and Simulator 
Simulator comes the one you've all 
been waiting for... ATVSimulator^. 

Yes, Code Masters have done it 
again, and produced a simulation 
that no-one else had even thought 



Bomb over boulders. . . 


of. While the rest of us were happy 
in the knowledge that ATV was 
something we watched Neighbours 
on, the precious Darlings have 
discovered that it's really an All 
Terrain Vehicle, a kind of BMX with 
four wheels that can drive over 
practically any surface. Lots of scope 
there for a gruelling mud-churning 
hang-on-to-your-helmet type 
simulation, you'd have thought. 

But as simulations go, this one 
doesn't get very far at all. Instead of 
opting for the realism and multiple 
options which made BMX Simulator 
so popular, programmers Clark and 
Francis have gone for a humdrum 
horizontally scrolling screen format, 
and have attempted to liven up a 





64/128 
CRL 
Price: 
£9.95/cass 
£ 14.95/disc 

'm still trying to make my mind 
up whether Thundercross is a 
shoot 'em up with a difference or 
just another Uridium clone with 
bells on and a space saga on the 
inlay to jazz it up a bit. 

The Thundercross is the most 
powerful dreadnought in the galaxy. 


An unusual looking design with two 
engines at the rear and guns 
protruding from every other 
available inch of metal, it finds itself 
in the grip of a powerful tractor 
beam. To begin with the drain on its 
power resources is barely 
perceptible, but the grip tightens 
and before long the chief engineer 
has to concede "it's a tractor beam 
cap'n, I dinna think we can hold out 
much longer." 

As the Thundercross is slowly 
sucked towards the source of its 
captors, the first wave of enemy 
ships begins its attack run. Damage 
from the strange yellow blobs of 
their cannon are depleting the 


shields which are already at 
dangerously low levels. The best 
form of defence is attack, so they 
say, and, of course, they're right. 
With up to eight guns pointing in 
every compass direction you need 
little incentive to get blasting. 

The one drawback the 
Thundercross designers seem to 
have overlooked is that not being 
able to fire and manoeuvre at the 
same time can cause severe 
difficulties. I guess that's the price 
you pay for having a gun poking in 
every conceivable direction. One big 
advantage of this design though, is 
that you don't have to turn to fire at 
something that isn't in front of you 


—wherever it is you're bound to get 
it sooner or later. Tactics are, 
however, of the utmost importance, 
and if you don't get it right the first 
time around there are no second 
chances. 

The truly great Thundercross 
captain gets the ship into a fairly 
central position on the screen and 
starts blasting in all directions 
straight away. Those tempted to idly 
gaze at the starscape scrolling by 
will get a nasty surprise when the 
first alien ship screams in and 
collides with the upper gun turret. 
From there on in it's keep blasting in 
all directions. The best tactic is to 
keep your finger on the fire button 


Code Hunter 


64/128 
Firebird 
Price: £1.99 

C ode Hunter is one of those 
games that leaves you with 
red eyes, white knuckles and 
an overwhelming desire to kill 
something. 

The Earth is under attack by a 


battlestar of megagalactic 
proportions. The only chance for 
survival is to send a code hunter 
droid into the battlestar's computer 
complex to decipher the codes that 
will de-activate its defences. The 
codes can then be transmitted back 
to Earth, the Battlestar disarmed and 
blown to bits by starfighter 
command. 

You control the code hunter droid 
as it bounces around the Battlestar 
computer's innards. The computer 


network is made up of a series of 
'cubic nodules'—which look for all 
the world like Spangles. 

The differently marked spangles 
have various effects on your droid 
as it bounces around the network 
under joystick control. If you land on 
a Spangle with an 'H' on it you end 
up back on the square from which 
you started. Some spangles have a 
left pointing arrow, others a right 
pointing one. Landing on either of 
these sends you immediately in the 


appropriate direction to the next 
node. The same goes for up and 
down arrowed nodes. 

The ones you really have to watch 
out for are the plus and minus nodes 
which replenish and drain your 
energy respectively. You can sit on a 
minus node for about five seconds, 
after which you'll need more than a 
bottle of Lucozade to get you going 
again. 

Now, this is where it gets 
confusing, vexing and frustrating. 
Battlestars aren't content to sit back 
and let alien droids poke about with 
the innards of their computers. They 
deploy guards to chase after and 
nobble you. On the first screen there 
are two of them. Fortunately you are 
not completely undefended. By 
leaving a bomb on a node and 
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dull and repetitive scenario with 
croc-infested swamps, performing 
seals and pyramids. The result isn't 
really a simulation at all, but a joke. 

With options for one or two 
players, the game challenges you to 
mount and ride your ATV over ten 
short obstacle courses, completing 
each within the time and fuel limits. 

The courses scroll across a split 
screen, one course for each player, 
and range from simple 'sand- 
duning', where the biggest 
obstacles are rocks, to the more 
exotic delights of icebergs, desert 
and jungle. By the time you reach 
Tropicana, not only are you 
attempting to bounce on floating 
logs, but fight off flocks of attacking 
birds. God knows what the final 
courses hold in store. 

The controls are devastatingly 
facile — left and right (cursor keys or 
'stick) for moving in those 
directions, up/down for wheelies, 
and fire button or space bar for 


jumping. On the whole it's best not 
to drive too fast, and steep slopes 
should be approached with front 
wheels in the air. Jumping will give 
that extra boost when climbing. 

Some minor obstacles can be 
leapt over at speed, others (like the 
pyramids and sphinx) negotiated 
slowly, and if you crash, you can 
quickly remount and then continue. 

The game's saving grace is the 
two-player option, but that doesn't 
extend to a computer opponent. 
There's a hi-score table, and some 
typically jolly Code Masters music, 
but the game's also got some 
shoddy animation, insipid graphics 
and no sound effects worth 
mentioning. 

The biggest sin is that the thing's 
altogether too easy, and that, 
coupled with the ridiculous crocs 
and seals, should be enough to drive 
most simulation fans up the wall. On 
their ATVs, of course. 

Bill Scolding 



ATV SIMULATOR 
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and tap the joystick in whichever forget to keep an eye on those 
direction they're coming from. That shields, 
way, if some of your guns get taken If you survive the first wave with 
out by kamikaze aliens, maximum shields intact, the space hoover— 
firepower will still be concentrated origin of the tractor beam looms up 

where it's needed most. And don't on the right of the screen. The raised 


defences of the space hoover will 
fire relentlessly in your path and 
these must be taken out at the 
earliest opportunity with your 
forward facing 45,90 and 135 
degree guns. Collision with hoover 
defences is fatal and unless your 
maneuvering skills are superb, if 
you fail to destroy them all you end 
up as so much yellow blob fodder. 

The true test of skill comes at the 
end of the space hoover. Here you 
must hang back at the far left of the 
screen and blast the raised defences 
with everything you've got. Only 



Thunder through the threats. 


then will it disintegrate and give way 
to the second alien attack— 
needless to say a wee bit more 
difficult to cope with than the first. 

There's nothing wrong with 
Thundercross— not much of a 
recommendation I know. The 
graphics and animation are good, 
and the music on the intro screen is 
great. It's a good blast, tough 
enough for the most competent— 
none of this five lives nonsense, 
when you cop it, that's your lot. The 
one thing you can be sure of though 
is that it won't win any awards for 
originality. 

Ken McMahon 


THUNDERCROSS 


DIGITAL POINTS DISPLAY 
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moving away you can wait for the 
happless guard to collide with it. 
This sends it into a bit of a spin and 
when it's stopped revolving you can 
move in and pick up its coded data 
device. 

Doing this to two guards on a 
network made up of a dozen or so 
Spangle nodules is, it has to be said, 
something of a doddle. Then again 
there are 16 levels, on level two 
there are three guards on a more 
complicated network and it doesn't 
get any easier after that. If you've 


got the kind of mind that can cope 
with working out where you're 
going to end up after hitting two 
lefts, a right, an up and two downs 
with a minus somewhere in 
between, not forgetting you've got 
two guards breathing down your 
neck and a bomb to place then you'll 
get along just fine. Otherwise get 
someone to tie you to the chair and 
remove any breakable objects or 
you might end up doing something 
you'll regret. 

Ken McMahon 



. but crawl over crates. 




















































































































































• DISK TO DISK • DISK TO TAPE • TAPE TO TAPE • TAPE TO DISK • 


AMAZING NEW TOTAL BACKUP’CARTRIDGE FOR COMMODORE 64 AND 128 (IN 64 MODE) 


NEW ACTION REPLAY V. 3 FROM DOSOFT 
UNSTOPPABLE ‘TOTAL BACKUP’ CARTRIDGE 


OUR NEW INNOVATIVE HARDWARE AND SOFTmR^OMfilNATION 
GIVES YOU MORE POWER, MORE FEATURES, MORE FUN!! 


Action Replay V.3 is now more powerful, to disk. Disk to tape. No special 
has more features and will back up more knowledge is required. It tells you 
programs than any competing cartridge! exactly what to do. It’s so friendly- 
It handles the latest protected games! and it’s a lot of fun too! 

Just plug it into the expansion port Become invulnerable! Action Replay . 

then press the Magic Button! Our new V.3 now has a SPRITE KILLER. Play weird 
hardware design makes this absolutely games! The unique SPRITE MONITOR 
unstoppable. Now you are in complete lets you save sprites from one game and 
control. Tape to tape. Tape to disk. Disk load them in another! The mind boggles! 

Nothing else offers all these feature s at this price! 

■ SpriteContro)( 

Unique Sprite Monitor lets you , 
disable them. Save them! Changi 
them!! Customise your games!!! 

■ Picture Save 

Unique! Save ANY Multicolour 
Picture, including title screens. 
Compatible with Blazing Paddles, 
Koala, Graphic Slideshow etc 
Built-in Slideshow for tape users. 

■ Disk Fastloadeo 

Make all backups at Turbo Speed— r ’ u P erb bonus feature loads five > 
much faster than rival cartridges. times faster. Takes up NO memory. 
Dual speed Tape Turbo is up to 3 ■ fndp f« SOPrtnf 

times faster than commercial Turbos^™ VjUUC lllSpCUlUI 
10 times faster than Commodore. Look at whole memory—program, 

Super Compact rs etc - Ev "y*bing you need. 

Intelligent compacting techniques ® ^OUipatlOle 
minimise program size into single Fully compatible with Commodore 
files. Save 3 or more per disk side. 64,64C, 128 and 128D in 64 mode 

IMultistageSavesE^i„c”DriUJ°CTM 7 compa.ib.e 

Transfers MORE multistage loaders tape recorders, FastIDOS, and Turbo 
from tape to disk than any other. ROM—can the others say that??? 

And all parts TXirbo load—another ^ 

feature unique to Action Replay. * \ QQ 

So Easy to Use ^ ^/getmore 

Action Replay V. 3 is a delight to use. ^ FOR LESS! 

All functions described on screen. Buy Action Replay with DiskMate 
No user knowledge is required. in ONE cartridge ONLY £39.99 


I Mega-Freeze 

Freeze and save ANY working 
program—the Magic Button is 
unstoppable—unlike other 
cartridges. Also it is now 
undetectable by software! 

■ Independent 

All programs reload without 
cartridge—and at turbo speed 
—tape or disk. 

Extra Fast 


DiskMate Cartridge V.2 

This is the way Commodore should have their DOS. 
Single keystroke commands: e g. LOAD and RUN 
straight from directory, and much, much more! 
Works with all drives: 1541, 1570 and 1571. 

1 2 minute complete Backup • Very 
fast disk functions • Invisible 

• Toolkit • 10 second Format 

• Powerful ‘Floating’ Monitor 
* SAVE “@0: ” bug cured 

• Takes up NO memory 
1 Unstoppable reset 

99 

TERRIFIC | 
VALUE 

Buy DiskMate with Action Replay 
in ONE cartridge ONLY£39.99 

Graphics Slideshow 

View pix from games, graphic packages 
or loading screens singly or in sequence. 
16 pictures per disk. TUrboload. Disk only. 

LOOKING GOOD AT £4.95 
SPECIAL OFFER! 
Enhancement and Slideshow 
__on one disk ONLY £11.95 


£l4 ; 


SUPER SOFTWARE SALE 

Buy NOW and SAVE! SAVE! SAVE! 


The DoSoft Collection Mega MegaTape Savings 

U , N ,? EA 1 ABLE OFFER The latest versions OUR FAMOUS Tape-to-Tape utility for 
ofMeeaTransfer. Meeallfilitv MemTaw __ J. 


of MegaTransfer, MegaUtility, MegaTape 
and ProSprite ALL on One Disk 

HALF PRICE £12.50 WOW! 
DoSoft Super Disk Kit 

AS ABOVE but with 12 Xidex Precision 
Boxed Disks. A great start to get your 
programs on disk at a giveaway price' 

SAVE! SAVE! SAVE! £19.99 


one Datassette at an unbeatable price 

BUY NOW £5 BRILLIANT! 
Xidex Precision Disks 

From the WORLD’S LEADING SUPPLIER- 
12 Double Sided, Double Density 5 'A Disks 
complete with sleeves, labels, tabs and 
FREE high impact plastic storage box 

TWELVE FOR ONLY £8.50! 


100% SUCCESS? 
WE ASK: WHO’S 
KIDDING WHO? 

Action Replay V.3 will back-up ANY 
program which ANY other cartridge 
can—and much more! It also has 
unmatchable features. For instance, 
Freeze Frame’ uses more disk space, 
saves SLOWER, has a SLOWER tape 
loader and has NO built-in disk 
fastloader, NO picture, NO Sprite, NO 
restart-features, yet costs £10 more!!! 

So, come on, who’s kidding who? If 
Action Replay V.3 doesn’t live up to our 
claims, return it within 7 days of receipt 
and you can have your money back! 

Enhancement Disk 

Get even more from Action Replay with 
this Bonus Disk to back up the new non¬ 
standard multi-stage loaders. 

GREAT VALUE AT £7.95 

Our cartridges carry a twelve month 
guarantee against mechanical failure. 

How to get your DoSoftware 

Please send cash/cheque/P.O. with order 
for fast despatch (SAE only for full details). 
Send off now to: 

DoSoft (Dept CU), 2 OakmoorAve, 
Blackpool, FY2 0EE 
UK Postage included. Europe add£0.75, or 
£2 if order includes Blank Disks. Overseas 
add £1.50 for Airmail, or £3.50 if order 
includes Blank Disks. 

DoSoft | 

You’ll Do it Better 
with DoSoft 


EAST DISK UTILIT IES • LOADERS • 2-MIN DISK COPY • FAST DISK FILE COPY • FAST FORMAT 


STRATEGIC PLUS SOFTWARE 

PO BOX 8, DEPT. CU1 SHUffeC 

HAMPTON 

MIDDLESEX TW12 3XA 


NEW RELEASE!!! 

DECISIVE BATTLES OF THE AMERICAN CIVIL WAR - VOLUME 1 (Strategic 
Studies Group) - SSGs new grand tactical simulation of six crucial battles 
spanning the first half of the American Civil War. Take command of an entire 
army, as Grant at Shilo or Lee at Antietam. Your corps, divisions and brigades 
depend on your skilful direction m battles lasting up to four days. Basic units are 
at brigade level and include infantry, artillery and cavalry. The ground scale is 
300-500 yds, with each turn representing one hour. The scenarios include Bull 
Run, Shiloh, Antietam and Chancellorsville. The program also comes with the 
new SSG design kit, Warplan' and Warpaint’, enabling scenarios to be modified 
and created to cover other battles in the 18th and 19th centuries. Includes an 
extensive 72 page manual and colour map. 1-2 players. Designed by Roger 
Keating and Ian Trout. 

PWCE .£23.95 

NEW RELEASE!!! 

PROJECT STEALTH FIGHTER (Microprose) — the futuristic and top secret 
multi-role F19 Stealth fighter-bomber, packed with the latest electronic counter¬ 
measures and with it's low profile design, makes it virtually undetectable by 
enemy defence systems. Utilising the F19's ''stealth” capabilities, fly top secret, 
“sensitive" missions over Libya, the Persian Gulf, the North Cape and Centrai 
Europe. Includes 3D colour graphics, realistic take-off and landing procedures 
from either land or earner bases, advanced heads-up' display, extensive range 
of weapons including cannon, missiles, bombs and reconnaissance camera. 
Requires detailed planning of mission routes, fuel and weapon loads. Variable 
skill levels, including training missions and adjustable flight parameters. Comes 
with extensive 115 page manual, keyboard overlay and mission maps. 1 player. 
Designed by Jim Synoski and Arnold Hendrick 
PRICE. 


SOFTWARE 

NEW RELEASE!!! 

MIGHT AND MAGIC - THE SECRET OF THE INNER SANCTUM (New World 
Computing Inc.) — travel the extensive world of Vam in search of adventure in 
this enormous fantasy role-playing simulation. Colour 3D perspective view of 
towns, castles, dungeons and outdoor terrain. Up to six characters in each party, 
with six different classes and five different races to choose from. Includes seven 
armour types, 22 different weapons, a large variety of adventuring items (rope, 
torches etc.), 94 spells, over 250 magic items and over 200 monsters of various 
descriptions and personalities. Detailed combat system, numerous caverns and 
dungeons with traps and treasures. Interactive game system means that no two 
quests are alike. Comes on two double-sided discs, with manual and colour map. 

1 player. Designed by Paul Murray and Victor Penman. 

.£35.00 


OTHER TITLES: 

SHILOH—Grant's Trial in the West (SSI). 

REBEL CHARGE AT CHICKAMUGA (SSI). 

THE ETERNAL DAGGER—Wizards Crown II (SSI)... 
B-24 (SSI). 


All programs are 
on disc only! 


...£19.95 


...£24.99 

...£24.99 

...£19.99 

...£19.99 


AMIGA TITLES 

FLIGHT SIMULATOR II (Sub-Logic). 

FSII SCENERY DISCS (Sub-Logic). 

SILENT SERVICE (Microprose). 

ULTIMA III (Origin Systems Inc.). 

OGRE (Origin Systems Inc.). 

ALIEN FIRES (Paragon Software). 

THE FAERY TALE ADVENTURE (Paragon Software) 

PHANTASIE III (SSI). 

ROADWAR 2000 . 

ROADWAR EUR0PA (SSI). 

SHADOWGATE (Mindscape). 

TEST DRIVE (Accolade). 

HEAD COACH (Microsearch). 


GUNSHIP (Microprose). 

PIRATES (Microprose). 

ULTIMA I (Origin Systems Inc.) .. 
ULTIMA I (Origin Systems Inc.)... 
M0EBIU (Origin Systems Inc.). 


.£42.00 

...EACH....,'.£20.00 

.£19.95 

.£19.95 

.£19.95 

.£35.00 

.£35.00 

.£19.99 

.£19.99 

.£19.99 

.£24.95 

.£19.95 

.£43.00 


...£19.95 

...£19.95 

...£19.95 

...£19.95 

...£19.95 


Commodore 64/128 


NEW RELEASE!!! 

HIGH SEAS (Garde Games) — relive the days of sail, wooden ships and 
crashing broadsides, in this detailed simulation of tactical naval warfare in the 
17th through to the 19th centuries. Sail the seas as a lone captain on the look out 
for a convoy of merchantmen or become an Admiral in command of a fleet, in a 
full-scale battle in true Nelson tradition. Scale is individual ships, 'real-time' 
game clock or turns option and a battle area of up to 21x21 miles. 3D colour 
graphic view as if from the quarterdeck of the ships being controlled, providing 
realistic perspective of the action. Joystick control of orders via a menu system, 
with options for set sail (battle, fall or close), load guns (port, starboard or 
carronades) and manoeuvre. Other features include tactical and strategic maps, 
variable wind conditions, grappling and boarding actions and a complete 
design your own game option. 1-2 players. Designed by Ralph Bosson. 

1,111(3 .£24.95 

NEW RELEASE!!! 

WIZARDRY - THE PROVING GROUNDS (Sir-Tech) - the first m the highly 
acclaimed dungeons and dragons role-playing series on the Apple, finall y 
arrives on the Commodore 64/128! First seen in the early Eighties, WIZARDRY 
has since become a classic in it's own right and has not only inspired an avid 
following amongst fantasy gamers, but also became the forerunner of such 
games as 'Bard's Tale'. All the ingredients are there: 3D dungeons to map and 
explore, a variety of characters to create and adventure with, a range of 
weapons and spells to earn or give to your party, nasty monsters and even 
nastier traps and puzzles. Comes with extensive 80 page manual, A must for the 
serious fantasy player! If you and your characters survive and complete and 
perils of 'The Proving Grounds', look out for the next two games m the series 
which are due to follow: 'Knight of Diamonds' and 'Legacy of Llylgamyn' 1 player 
Designed by A Greenberg and R. Woodhead. 
mC£ .£35.00 


OTHER TITLES: 

HALLS OF MONTEZUMA (SSG).£23.95 

BATTLES IN NORMANDY—June-July 1944 (SSG). £23.95 

RUSSIA- The Great War in the East 1941-1945 (SSG)..".".”".£23.95 

BATTLEFRONT (SSG). £23 95 



RING 01-979 2987 

Send £1.00 for our catalogue 
(redeemable with first order) 

All prices are inclusive of VAT & P/P 



AMIGA 

software also 
available 
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HARDWARE TRANSFERS MULTI-PARTS • DUMPS HI-RES SCREENS • 


































































• if you have been 
bashing your 
joystick against the 
brick wall of 
Platoon's cavernous 
corridors we have 
just the thing to help 
you. A map and 
players guide 
complete with 
screen shots. 

Everything you need to 
un-lose yourself and 
survive the horrors of Nam 


+VDEO 


SLAKiCC 


• Also in C&VG this month - 
more reviews than ever including 
Xenon - the first home coin-op. 
Shuk and Doode the riotous new 
comic strip, Mean Machines. Hot 
Gossip. Films. Vids and all your 
favourites. Still the Best value on 
the Shelves at £1.10. 

OH SALE NOW 
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I he coin-op smash hit from 
Konami now for your home- 
micro. This fantastic 
conversion with all the 
original play features takes 
you into a thrilling alien world 

.negotiate force fields 

and take on fanatical 
guerillas as you infiltrate their 
headquarters. 

Split second timing and 
nerves of steel are a must for 
this fun packed program 
where addiction will always 
bring you back for more! 


GRYZOR 


survive to become a captain 
through the toughest training 
academy. Konami’s arcade 
blockbuster has already 
reached No 1 in the Gallup 
charts with this superb 
|n conversion for your 
home-micro. 

JL Featuring all the game- 
I play of the arcade 
original, Combat School 
' offers a real challenge 
to the toughest thoroughbred 
gamester. 

Seven gruelling events, plus a 
penalty stage and if you don’t - 

you’re out! 


COMBAT SCHOOL 


EACH AVAILABLE ON DISK AND CASSETTE 
SPECTRUM COMMODORE AMSTRAD 


ALSO AVAILABLE 
FOR 

PC+COMPATIBLES 
AND ATARI ST 


+3 DISK 


JKONAM! 


NIGHTMARE NOW FOfy 
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# Screen Scene 


Knight Games 2 
English Software 
64/128 
Price: £9.99 cass 

H aving been a fan of the 
original Knight Games I 
must confess to being rather 
pleased when this came hurtling in 
my direction. I was looking forward 
to a good bit of medieval action, a 
bit of damsel saving perhaps or a 
little bashing people around the 
head with a spiked iron ball. So 
imagine my surprise when I 
discovered that it was set in space, 
and what was once a rather 
appealing game of physical violence 


aliens by hovering above them for 
four seconds. Where the hell does 
the knight come in to it? You may 
well ask... 

The knights, it seems, have 
decided that like the aliens, they 
would like to hang out on the planet 
surface and wait till your ship comes 
and picks them up. So carry an 
assortment often knights and aliens 
to safety before you progress on to 
the next level. There are three levels 
of increasing difficulty. 
Unfortunately, not of increasing 
interest! 

The second game also has three 
levels, although they are fairly 
different. The first sees you in deep, 
deep, space flying a jet (quite a 
knightish thing to do!). Basically, 
this is another shoot 'em up, and 
you and your plane must shoot 



Knightgames indulges in some courtly stellar combat. 
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CU RATING 


KNIGHT GAMES 2 


DIGITAL POINTS DISPLAY 


A Once a knightgame always a 
knightgame. 

The second section is also a shoot 
'em up, but this time you are given a 
cockpit view of the action. There are 
many frisbees flying along in space 
and you must do the honourable 
knighty thing and blow then all up! 

The third part of this game is a... 
yes, you've guessed it: a shoot 'em 
up. You are a funny round looking 
creature who must shoot the alien 
ships that cross his path before he 


and chain mail had somehow 
managed to turn into a space blast. 

Confused? So was I... 

There are three different games in 
this sequel, and if you think that 
none of them look particularly 
knightish, you're right. Apparently in 
the year 3002, knights are still 
around, only strangely enough they 
now seem to look very similar to 
spaceships. As Sir Frederick you 
must brave three levels of the most 
unknightly looking combat I've ever 
seen. 

The first game is called Combat 
Robot. You fly your very strange 
looking knight through space, 
battling aliens, ghosts and magnets 
while they deplete your energy. Why 
are you flying through space? Well, 

I'm not quite sure, but what you them and planes. You are their 
must do is fly along picking up the transported to the next level when 

furry, cuddly, and friendly looking you have shot enough of the enemy. 


can venture onto... 

Game three. Yes you've had so 
much spacey fun by this time that 
English have decided to make the 
third game knight-like. The final 
tournament puts you in battle with a 
computer controlled knight. You 
must fly across the screen and hit 
your opponent with light-sabres, 
chains, and a jousting pole. Sound 
like fun? You're obviously easily 
pleased! You can hardly tell the 
difference between the three events, 
and even if you could it wouldn't 
make any difference as beating the 
computer is about as hard as 
marshmallows. 

Three different games, seven 
different levels, and what have you 
got? Not a lot, really. It looks as if 
English had three weak games lying 
around, and then someone came up 
with the bright idea of slapping 
them all on one tape, chucking in a 
few knighty-type sprites, waffling on 
about future knights for a while, and 
then to give it some appeal decided 
it should be a sequel to one of their 
better games. 

Ferdy Hamilton 





































































Screen Scene 


Space limitations don't allow us to squeeze in all 
the latest budget releases and re-releases, so 
here's a round-up of the best of the rest. 


GHOSTBUSTERS 

Ricochet 

The first time the old classic has 
ever appeared at less than full 
price. In its day it was state-of- 
the-art— a big licence, great 
sound and music, and even 
some of the earliest and best 
speech ever heard on the 64. 
Although it became one of the 
biggest ever sellers with over 
half a million sales worldwide 
there are probably a few of 
you out there who have never 
seen it. 

Just to refresh your 
memories the idea is to make 
as much money as possible by 
catching ghosts. You begin 
with $10,000 dollars and use it 
on some ghost grabbing gear 
like a hearse and ghost traps. 
Then you leap in the car, 
hoover up a few ghosts, visit as 
many buildings as possible and 
set up ghost traps. It was all 
good fun and it's without doubt 
tne best re-release around. ( 8 ) 


ROLLAROUND 

Mastertronic 

Rollaround is one of those 
games. You know the sort: far 
from outstanding, but 
somehow frustrating enough to 
make you come back for more. 
First impressions are deceptive. 
It looks like a Spindizzy rip-off, 
but on playing it immediately 
becomes obvious that it's 
nothing of the sort. 

The idea is to roll around 
playing areas comprising nine 
rooms and collect the requisite 
number of crosses to allow you 


to progress to the next level. 
However you have to collect 
crosses from the correct 
coloured squares, which isn't 
so bad on the first level as you 
only have to collect crosses 
from white squares, but having 
to collect crosses from red, 
white, purple, blue, yellow and 
green squares isn't so easy. 

If this wasn't bad enough 
there are holes to jump and 
aliens to avoid. There are also 
two types of square which do 
strange things to the playing 
area. One turns plain squares 
into squares bearing crosses, 
and vice versa, while another 
special square turns plain 
squares into holes, and vice 
versa. Squares with a question 
mark either kill you or award 
you with an extra life or 1000 
bonus points. 

And that's about it, really. As 
I said, this is one of those 
games. It's nothing special but it 
does provide sufficient 
entertainment for only two 
quid ... ( 6 ) 

JUDGEDREDD 

Ricochet 

For every useful reduction of 
an old game it looks like we'll 
have to put up with a dozens of 
full price turkeys. Judge Dredd 
was another in a long list of 
massacred comic licences, 
massacred in this case by 
Melbourne House. They took 
old lantern jaw and put him 
into a platform and ladders 
romp that should have earned 
them a long spell in the iso¬ 
cubes. A reasonable likeness to 
the original Mega City Man 
doesn't really stop this being 
pure drokk... ( 5 ) 

MICROBALL 

Alternative Software 

Not a lot has been heard of 
Steve Evans in the past couple 


of years. The man who brought 
you such a brilliant version of 
that arcade classic Defender 
(Alligata's Guardian) was 
working on a conversion of its 
successor StarGate, but sadly 
it's been forgotten. Steve's 
latest production is a pinball 
game, and ... erm, that's about 
it. Microball is full of pinbally 
things and is a reasonable 
pinball game, one of the few 
available — especially at this 
price. If you like this sort of 
thing this is right up your street. 
Otherwise, forget it... ( 6 ) 

ZYBEX 

Zeppelin 

Another in a growing line of 
budget companies joins the 
cheapo bin boxes. Their first 
release, a horizontally scrolling 
shoot 'em up over sixteen 
levels isn't a bad start either. In 
fact to do injury to an already 
insulted Go!, it's a better 
version of Sidearms than their 
licenced conversion. Having 
said that don't go thinking it's 
the definitive thing — it isn't, 
not by a long way. In fact if 
Zybex is to acknowledge 
inspirational debts Delta 
should be top of the list. For 
three quid it's well worth it... 
( 6 ) 


KNUCKLE 

BUSTERS 

Ricochet 

Written by Garfield 
programmer Martin 'Mat' 
Sneap (now working for 
System 3) about a year ago. 


The plot goes something along 
the lines of breaking out of a 
lobotomy laboratory and 
fighting your way past android 
guards. The only lunatics in it 
really are the people who 
bought it first time around. A 
reduction of seven quid doesn't 
really help matters. No-one 
wants a crap game at any 
price... (3) 

THUNDERFORCE 

Rack It 

In the year 21 87 (it says) a 
criminal group take you 
prisoner and nold you in a 
deep dungeon. Since that's 
over two hundred years away 
though, you really shouldn't 
worry too much, so give this 
poor-man's Kung-Fu Master a 
miss... (3). 


ENERGY 

WARRIOR 

Mastertronic (MAD) 

Chemical pollution and neglect 
have obliterated earth and 
turned much of it into a 
wasteland. All that remains are 
a few unspoilt nature reserves 
and they're your responsibility. 
It all looks like a nice cushy 
number for David Bellamy 
types until a load of gypo 
aliens arrive and start squatting 
on it. Before you know it you're 
embroiled in an almighty shoot 
'em up across ten levels. 

A game of 'tactics and 
strategy' says the blurb, which 
makes it sound like Risk. It's not, 
and the only sensible strategy 
we can see is not to spend any 
money on it at all... ( 5 ) 
































CBM 64/128 

£9.99 

CASSETTE 


PSION ORGANISER XP (WITH 

32KRAM). £129.50 

DATAPAK 128K FOR THE 
PSION ORGANISER. £89.95 

AMIGA SOFTWARE 

DARK CASTLE. £23.75 

STAR GLIDER. £23.75 

BARBARIAN. £21.75 

GUILD OF THIEVES. £21.75 

HUNT FOR RED OCTOBER. 

£21.75 

FEUD. £8.99 

GNOME RANGER. £13.95 

IMPACT. £13.95 

KING QUEST TRIPLE PACK 

£23.99 

SPACE RANGER. £&99 

CRUNCHER FACTORY £8.99 
BRIAN CLOUGH FOOTBALL 

£23.95 

ALIEN STRIKE. £13.95 

NINJA MISSION. £8.99 

A500 Computer £490 inc. vat 


5W DISCS WITH PLASTIC 
DISC BOX 

10 5.25" DS/DD 48 TPI. £7.50 

10 5.25" DS/DD 96 TPL... £10.00 

W DISCS (UNBRANDED) 

10 3.5" SS/DD135 TPI £8.50 

10 3.5" DS/DD 135 TPI.... £9.50 
100 3.5" SS/DD 135 TPI £82.00 
100 3.5" DS/DD 135 TPI £90.00 
250 3.5" SS0D135 TPI £200.00 
250 3.5" DS/DD 135 TPI £220.00 
500 3.5" SS/DD 135 TPI £390.00 
500 3.5" DS/DD 135 TPI £430.00 


5W' DISCS 

10 5.25" DS/DD 48 TPI.. 
10 5.25" DS/DD 96 TPL 
100 5.25" DS/DD 48 TPI.. 
100 5.25" DS0D 96 TPL. 
250 5.25" DS/DD 48 TPI 
250 5.25" DS/DD 96 TPI 
500 5.25" DS/DD 48 TPI 
500 5.25" DS/DD 96 TPI 


.... £7.00 
£ 8.00 
£65.00 
. £75.00 
£150.00 
£175.00 
£275.00 
£325.00 


ALL DISCS INCLUDE LABELS AND FREE POSTAGE 
AND PACKING 

VAT INCLUDED IN ALL PRICES. ALL CHEQUESVOs MADE 
PAYABLE TO: 

L&A COMPUTER PRODUCTS CO LTD 

21 OVERSTRAND CLOSE BICESTER OXON OX6 7YP. TEL: 0869240920/249433 


MAIL ORDER SPECIALISTS 

INCREDIBLE LOW PRICES! 

ALL DISKS HAVE A NO QUIBBLE REPLACEMENT GUARANTEE ARE CERTIFIED 100% ERROR FREE 
& COME WITH LABELS, 5V4" ALSO HAVE SLEEVES & WRITE PROTECTS. 

CBM 64 Software 

Publisher Commodore 

An Intro to Basic Part 1 (disk or cassette. m oc 

An Intro to Basic Part 2 (disk or cassette). ZZZZZZ’”. 

Marm Assembler Development System (disk). cu’ok 

Easy File (disk)..... .. 

Future Finance (disk). .i:® 

Pilot (language disk). . 

Logo (language disk). .S xf 

Star Post (rom). S'®* 

Zork II (disk)... .. .. 

Zork III (disk). .. . 

Zork I, II & III (disk)..ZZZZZZZZZZZZZ E18 95 

Ancilliaries 

Mouse Mat. _. 

Thingi copy holder. . 

Twin Joystick/Mouse (Atari Style) 6 extension. ^ ^ 

135 TPI UNBRANDED 10 25 50 100 500 10 in case 

SS/DD (MF1DD) 10.00 24.00 47.00 92.00 399 11 00 

DS/DD (MF2DD) 11.50 27.00 53.00 99.00 429 12 50 

DISK NOTCHER FREE WITH EACH 100 DISKS PURCHASED 

UNBRANDED TRIAL 10 25 50 100 10 in a plastic lib. case 

DS/DD 48 TPI 4.50 9.00 17.0033.00 5 50 

DS/DD 48 TPI 5.50 11.0019.0035.00 6.50 

DS/DD 96 TPI 6.50 13.0021.0037.00 7.50 

BRANDED PRECISION DS/DD 48TPI - BOX OF 10 ONLY 116 99 
AMIBA/STABM-CENTRONICS PRINTER LEAD 7.95 RS232MODEM LEAD 7 95 

SSSS mH ,T ml, - ls 

2 WAY SWITCH BOX (2 IN 1 OUT OR 11N 2 OUT) - CENTRONICS 24.95 RS232 24.95 

D H?L C0VE P S ■ p !?!? ct y 9 ur valuable hardware and keep it looking smart and tidy 
with these clear P.V.C. anti-static covers with black piping. 

C2N TAPFnFTK » ll CBM 64 3.95 CBM 128 3.95 

C2N TAPE DECK 2.95 1541 DISK DRIVE 2.95 

use the Credit Card order line on 

POSTAlifRDEWPAYABLE^’ ? d3yS 3 W3ek ' VAT * P&P included CHE <WK/ 


18 CROWN CLOSE, SHEFRING, BISHOPS STORTFORD, HERTS CM22 7NY 


...niftcn/F 

»- 

A TiOti 


The reactor wants to live, its automatic defense 
mechanisms may not... only you are the 
difference between continuing calm or almighty 
destruction. 


CBM 64/128 
£11.99 
DISK 

U.S. Gold Ltd., Units 2/3 Holford Way, Holford, 
Birmingham B6 7AX. Tel: 021 356 3388 










From the creator of the superb 'Super Huey 
Helicopter Flight Simulator' series, Paul 
Norman, comes another amazing challenge to 
your powers of reason and reactive skills. 

Finding yourself within the central computer of 
a nuclear power plant, things suddenly start 
going wrong and if you fail to act quickly and 
take the right precautions then danger will turn 
to crisis and the safety of millions of people and 
thousands of square miles is jeoparaised. 

A drama and challenge of chilling realism and 
awesome consequences. 













































































S et in the twenty-fifth century, 
Roadwars is the story of a 
huge burnt out planet called 
Armageddon. Originally named 
Sarac, this planet was the 
completely decimated in the galactic 
wars of 2371. 

Now a tourist attraction and 
monument to peace, Armageddon is 
visited by billions of beings each 
year. Because the planet is 
radioactive, people can only live on 
the moons around it, which are 
linked together to form a space 
highway. 

Unfortunately, the computers that 
control these links have gone a little 
mad, and as a result they are no 
longer safe. The huge magnetic side 




WARS 



Melbourne House/Arcadia 
Price: £19.95 


panels which once held traffic firmly 
on the road now send violent 
electric sparks across it, which is, as 
you would imagine, slightly 
worrying. 

Being the brave chappy that you 
are, you have been chosen to help 
clear the roadways of all rogue 
panels. Housed in your heavily 
armoured battlesphere, it's up to 
you to save the day. 

The whole adventure starts with 
you at the beginning of 'New Spark' 
road as you start to make your way 
down the track. Using the joystick 
you can raise and lower the 
protective covering of the sphere to 
reveal your powerful weapon. 
However, although the shield can be 
replaced at the touch of a button, if 
you leave it a moment too late you 
will lose it. 

As you whizz down the speeding 
path, large blue and white bolts of 
electricity fly across it. On either side 
of these are the rogue panels, and 
destroying one of them breaks the 
contact, rendering them harmless 


once again. Should you be hit by the 
spark with your shields up, you will 
be quite safe. You may do this up to 
seven times, but on the eighth you 
lose them. 

Although great pleasure can be 
obtained by causing your partner to 
fall off or explode, you can only 
succeed by co-operating with him/ 
her. The best thing to do is to set up 


a cross-fire, destroying both panels 
as you go past. 

Once all the blue panels have 
been blown away, the exit which 
connects to the next level opens 
and, after a few dramatic drum 
beats, you proceed to a new street. 

After every four levels completed 
you enter a bonus highway where 
it's head-to-head competition as you 

Take out the satellites. 


Electrical charge crackles round the spheres. 


I Screen Scene! 

try to destroy each other. You see, 
on this level there is only room for 
one sphere in the exit! 

If destroying blue panels was the 
only thing to do, life would be 
simple and the job would be 
completed by tea-time. However 
there are other hazards which 
impede your progress. 

Balls are your main concern. 

These little red blighters come 
bounding towards you, trying to 
collide with you. If you hit one with 
your shields up, it's destroyed. If you 
have already lost your protection or 
it is off, you've had it. 

As the level number increases, so 
does the difficulty. Level two sees 
the arrival of satellites, which glide 



smoothly along the side of the road 
firing red laser beams. Other nasties 
include chevrons, sharp spikes and 
little blue aliens which, if destroyed, 
leave behind a completely new set 
of rouge panels. 

With all this against you, your only 
aid is a small sign with an arrow on 
it which occasionally appears in the 
centre of the screen. Rolling over 
this rewards you with an orbiter— a 
small sphere which orbits around 
you providing increased 
firepower as they fire when you do. 

The graphics and sound, it has to 
be said, are fantastic, however the 
scenery changes little and this 
detracts from the overall effect. In 
fact whilst the general feel of the 
game is impressive, its lack of 
variation and fiddly controls lessen 
its impact. I can't see Roadwars 
taking arcades or homes by storm. 

Chris Cain 
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MEGASAVE FANTASTIC SAVINGS 

W. Class Leaderboard 

..D16.50 Trantor. 

.. D36.50 Driller. 

,.D210.95 

Apache Gunship. 

D412.95 Jackal. 

. . D1 5.95 Dan Dare II. 

... D3 5.95 

Pirates. 

D410.95 Roy of the Rovers. 

.. D1 6.50 Rolling Thunder. 

... D36.50 

Defender of Crown.... 

.. 01 8.95 Judge Death. 

.5.95 AndyCapp. 

.6.50 

Enduroracerll. 

.6.50 Trapdoor II. 

... D35.95 Traz. 

... D1 5.95 

720. 

.. D3 6.50 California Games. 

.. D1 6.50 Cosmic Causeway. ... 

... D1 6.50 

Outrun. 

D3 6.50 Super Sprint. 

.. D1 6.50 DejaVu. 

D/010.95 

Brave Starr. 

..D3 6.50 Renegade. 

.. D3 5.95 Mission Impossible II 

... D1 6.50 

Wizard Warz. 

.. D3 6.50 Gauntlet II. 

.. D3 5.95 Octapolis. 

... D3 6.50 

LazerTag. 

...D36.50 Sidearms. 

... D3 6.50 1 

basket Master. 

.5.95 

Platoon. 

... D1 5.95 Druid II. 

... D1 6.50 Bedlam. 

... D3 6.50 

Combat School. 

...D35.95 Rycar. 

... D1 6.50 Clever and Smart. 

... D3 6.50 

Rastan. 

...D35.95 Zig-Zag. 

. 6.50 Up Periscope. 

D/015.95 

Pyscho Soldier. 

... D35.95 Best of Elite Vol 1 & II. 

.10.95 M.A.T.C.H. 

... D1 6.50 

Victory Road. 

...D35.95 Olympiad‘88. 

. 6.50 Chain Reaction. 

... D3 5.95 

Madballs. 

... D3 5.95 Red October. 

..D412.95 4th & Inches. 

... D1 6.50 

Shoot ‘Em Up Concept D410.95 ECO. 

... D1 5.95 Apollo 18. 

... D1 6.50 

Sub Battle. 

... D1 6.50 Phantom Club. 

. 5.95 ! 

PHM Pegasus. 

... D1 6.50 

Star Wars. 

... D1 6.50 Game/Set/Match. 

. . . D2 8.95 ! 

Skate or Die. 

... D1 6.50 

G. Linekers Soccer... 

... D1 6.50 Flying Shark. 

... D3 5.95 Test Drive. 

... D1 6.50 

Alt. World Games. 

D1 6.50 Live Ammo. 

... D1 6.50 , 

Jinxter. 

D/015.95 

Colonial Conquest.... 

D/015.50 Super Hang-On. 

...D1 6.50 Terramex. 

... D1 6.50 

Deflektor. 

... D1 6.50 MatchdayII. 

... D3 5.95 

Tetris. 

...D35.95 

Basil Detective. 

... D1 6.50 Navy Moves. 

. 5.95 4 Hits (Henson). 

... D1 6.50 

W. Wolf of London... 

... D1 6.50 Flashpoint. 

. 5.95 Morpheus. 

..D212.95 

Pegasus Bridge. 

... D2 8.95 Nightmare. 

... D36.50 C. Yeagers Aft. 

.... D2 6.50 

Sorcerer Lord. 

D5 8.95 Gryzor. 

. . . Ut 3.33 

iiurn 


Rampage. 

... D1 6.50 Football Manager II... 

... D1 6.50 

AlMIbA 

Air Rally. 

.13.50 

Int. Karate Plus. 

D16.50 Salamander. 

... D1 5.95 

Xenon. 

.13.50 

Airborne Ranger. 

D410.95 Hunters Moon. 

... 03 6.50 

Backlash. 

.13.50 

Stealth Fighter. 

D410.95 Inside Outing. 

... D1 6.50 

Blackshadow. 

13.50 

Bobsleigh. 

... D1 6.50 Pacland. 

... D1 6.50 

Test Drive. 

.17.50 

Action Force. 

.6.50 Knightgames II. 

... D36.50 

King of Chicago. 

16.50 

Bangkok Knights. 

... D1 6.50 Rimrunner. 

...D35.95 

DejaVu. 

20.00 

Indiana Jones. 

... D1 6.50 Time & Magic. 

,.D210.95 

Shadow Gate. 

. 20.00 

Guadalcanal. 

... D1 6.50 Iron Horse. 

... D1 6.50 

Hot Ball. 

16.50 

Buggy Boy. 

... 01 6.50 Boot Camp. 

... D1 6.50 

Carrier Command.. 

.15.50 

Thunder Cats. 

...D16.50 Predator. 

...D3 6.50 

Crazy Cars. 

.13.50 

Mail Order Only. Postage including U.K. 70p E.E.C. £1.50 


Overseas per item. Fast service. 


Send for free list of new releases Cl 6. MSX, Amiga, Atari St 


and Amstrad — Please state which. 


D = Disk available. D1 @ 10.50, D2 @ 13.50, D3 @ 9.50, D4 @ 15.50 

O 

Send cheque/PO to: 

MEGASAVE Dent cu Cl 

1 

49H Sutherland Street, Victoria, London SW1V 4JX 


CROWN 

COMPUTERS AND SOFTWARE 

* SOFTWARE, LOWEST PRICES (AT LEAST 10% OFF) 

* COMPUTERS - BUSINESS AND GAMES AVAILABLE 

* PRICES INCLUDE P&P 


6, HIGH STREET, BOSTON, LINCS. 
TELEPHONE 

0205 53611 
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SPEEDY CHRISTMAS DESPATCH (__ 4 


m 


hr 7l(m 



from this fast moving authentic drag racing 
simulation. 


Jump to the smell of burning rubber as you 
"burn-in" your tyres. Recoil from the heat of 
your turbos as you gun your engine. Feel the 
snap of the G Force as you release your clutch. 

This is the world of drag racing as recreated by 
Shirley Muldowney, 3 times world champion in 
Professional Top Fuel Draasters. Tensely wait 
for the Christmas tree lights, then pop your 
throttle and power your way down the 440 
yards in head-to-head challenge with Shirley 
in one of her best championship races. 


FREE 




HIGH QUALITY 
JAPANESE HIGRADE 

5V«" DS/DD disks 


Large storage case totally FREE with the* 
following quantities of high quality 
Jai 


Japanese disks: 



I Deluxe 120 disk capacity 
lockable disk box worth 
£14. (Please state 
if you want the 100 

box instead) 25 dlSkS.£18.25 All 

PRICES qn P97 Rfi m , c L usivei 

DOWN OU ...•' >u of Post ■ 

AGAIN 100 .£ 44.50 & VAT j 

FREE Illustrated Catalouge with every orders ■ 

Nebulae, Dept ME, Freepost, Kilroot Park Industrial ■■ ■ 

Estate, Carrickfergus, Co Antrim BT38 7BR M = 

Telephone (09603) 51020 (Monday to Friday 9 to 5) 

7 Day delivery and 14 day money back period. 

We accept order from all governmental bodies, schools, universities, 

We despatch on receipt of an official purchase order 


Tel: (09603) 51020 

FREEPOST YOUR ORDER TODAY — NO STAMP REQUIRE! 
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But be careful. Don't red light, smoke your 
tyres or blow your engine ... there's 
a long season ahead. 



CBM 64/128 
£11.99 
DISK 


CBM 64/128 

£9.99 

CASSETTE 


U.S. Gold Ltd., Units 2/3 Holford Way, Holford, 
Birmingham B6 7AX. Tel: 021 356 3388 
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•M first rate conversion of a first 
rate arcade game. ^ 

ZZAP 64 - ZZAP SIZZLER 
M Great graphics, good sound, 
perfect playability, what more could 
you ask for? ** c & v g hit 


•• Gauntlet is definitely the most 
exciting coin-op conversion ever for 
the 64. For sheer fun and hours of 
entertainment value this is game 
the best yet. M 

COMMODORE USER - SCREEN STAR 


•• A super sequel to the much 
loved dungeon based shoot 'em up. 
As much of a blast as the first, 
and about twice as addictive. ^ 
YOUR SINCLAIR 


•• A corker, fast action and superb 
gameplay. ^ 

SINCLAIR USER - SINCLAIR USER CLASSIC 
^ The game's brilliant! ^ 

AMSTRAD ACTION - MASTERGAME 


SCREEN SHOTS FROM VARIOUS SYSTEMS 


(I.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. 
Telephone: 021 356 3388 













































1989 


2888 


Amiga 
Diamond Games 


# Screen Scene 


Price: 

£9.95/disk 


T he year is 2488, Ball Raider is 
the ultimate challenge for the 
“Guild of Warriors", it says on 
the packaging. I have news for 
Diamond Games: it was also the 
ultimate challenge for a lot of arcade 
visitors fourteen years ago. For Ball 
Raider turns out to be nothing more 
or less than that hardy perennial 
BreakOut in one of its many 
disguises. 

There's a lot of BreakOut about on 
the Amiga these days. First there 
was Impact, then Arkanoid 
appeared, courtesy of Discovery 
Software, and now we have Ball 
Raider. 

Ball Raider doesn't have a great 
deal to commend it over the others. 
A bit on graphics, with the use of 
background stills to the playing area 
depicting sci-fi style tableaux of 
alien-crushing and galactic 


exploration. Then the high score 
table is produced by a muscle- 
bound Greek God type, who grinds 
his teeth and flashed his eyes as the 
high scores fade in and out in 
fetching dark blue. Or, for some 
reason, in red if you keep the fire 
button pressed. 

You might want to keep the fire 


button pressed as well because you 
are irritatingly forced to enter your 
name after every single game, and 
view the high scores, whether you 
make it to the table or not, and 
holding on to Fire speeds through it 
as quickly as possible. 

As for the gameplay, well, it's 
BreakOut over 25 screens. 
Sometimes the ball goes fast, 
sometimes it goes slow, sometimes 
you get an extra life, sometimes an 
interesting grey vertical stripe 
appears on the right hand side of the 
screen and obliterates the score and 
lives left table. I haven't see this 
feature in BreakOut before, and I 
suspect that Diamond Games 
missed it when they were bug¬ 
hunting as well. Other stripes also 
appear on screen from time to time 
and although they don't interfere 


with gameplay, they are of equal 
curiosity value. 

The sound effects amount to 
clunks for hitting the bricks and 
whooshes for bouncing them off 
your bat. These are in addition to the 
background music, which although 
not objectionable, is extremely 
repetitive. 

Ball Raider doesn't have anything 
like the number of extra features 
which made Impact and Arkanoid 
such interesting variants on a very 
old game format. For die-hard 
BreakOut collectors only. 

Christine Erskine 


BALL RAIDER 


DIGITAL POINTS DISPLAY 
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Audio 

Toughness 

Endurance 
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S.D.C. 

309 Goldhawk Road. London W12 8EZ 
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n. 0525 37188! 


PRICE PROMISE 

If you wish to purchase any product from our list 
and find that you can buy the same product 
cheaper from another mail order company, simply 
enclose the lower amount, stating the name of the 
other company and where you saw the advert. (It 
must be a current issue). Price Promise does not 
apply to other companies “Special Offers”. 


ENQUIRIES 
01-748 3597 


CBM64 

OUTRUN 
720° 

COMBATSCHOOL 
MATCHDAY 2 
PLATOON 
GRYZOR 
FLYING SHARK 

ALTERNATIVE WORLD GAMES 
WINTER OLYMPIAD 88 
HUNTER’S MOON 
INSIDE OUTING 
TOBRUK 
SUPER HANG ON 
MASK 2 OR MASK 
PREDATOR 
CALIFORNIA GAMES 
GUNBOAT 
DRILLER 
THUNDERCATS 
COSMIC CAUSEWAY 
ACE 2 OR ACE 
19 PARTI BOOT CAMP 
MEAN STREAK 
MANIAC MANSION 
BUGGYBOY 
RASTAN 

HUNT FOR RED OCTOBER 
AIRBORNE RANGER 
GAUNTLET 2 OR GAUNTLET 
NIGEL MANSELL’S G.PRIX 
WORLD CLASSLEADERBOARD 
RED LED 
SIDE ARMS 

IMPOSSIBLE MISSION 2 
MASTERS OF THE UNIVERSE 
GUNSHIP 

FOOTBALL DIRECTOR 
WIZARD WARZ 
INTERNATIONAL KARATE + 

STEALTH FIGHTER 
VICTORY ROAD 
RENEGADE 
ROY OF THE ROVERS 
BASKET MASTER 
ENDURO RACER 2 OR 1 
DEFENDER OF THE CROWN 
BUBBLE BOBBLE 
ROADRUNNER 
NAVY MOVES 
SHOOT EM UP CONST KIT 
INDIANA JONES 
BANGKOK NIGHTS 
LAST NINJA 
RAMPAGE 

FLIGHT SIM 2 (DISC ONLY) 

IKARI WARRIORS 
4TH& INCHES 
MAGNETRON 
OCTOPOLIS 
DAN DARE II 
ROLLING THUNDER 
ARKANOIDII OR I 
10 

CHERNOBYLSYNDROME 
TOP FUEL CHALLENGE 
CHAMPIONSHIP SPRINT 
GUNSMOKE 
FIREFLY 
BAD CATS 
BEDLAM 

D = DISC AVAILABLE 
D1 = 7.99 D2 = 8.99 D3 = 10.50 D4 = 12.99 D5 
ANY GAME NOT LISTED PLEASE CONTACT US FOR 
AND LIST OF SOFTWARE. 



htO. 

PRICE 

UUH 

PRICE 

COMP HITS VOL. 4 

UCHI MATA 

D1 

9.99 6.50 

ONLY £7.25 DISC £10.50 

DEACTIVATORS 

D1 

9.99 

6.50 

DANDY 

CLASSIC SNOOKER 

D2 

8.95 

6.25 

SPIN DIZZY 

MAGIC MADNESS 

D2 

8.95 

6.25 

STARQUAKE 

ALLEYKAT 

D3 

9.95 

6.50 

BRIDES OF FRANKENSTEIN 

IRIDIS ALPHA 

D2 

D2 

8.95 

8.95 

6.25 

6.25 

SACRED ARMOUR OF ANTIRIAD 

SKATE ROCK 


D3 

D3 

D3 

D3 

D2 

D3 

D3 

D2 

D2 

D4 

D3 

D3 

D3 

D3 

D2 

D3 

D3 

D2 

D4 

D5 

D3 

D2 

D2 

D2 

D1 

D3 

D3 

D4 

D1 

D3 

D4 

D2 

D2 

D3 

D2 

D4 

D4 

D2 

D3 

D2 

D5 

D3 

D3 

D3 

D3 

D3 

D3 

D3 

D2 

D2 

D3 

D2 

D3 

D1 

D1 

D3 

D3 

D2 

D1 

D1 


9.95 

9.95 

9.99 

9.99 


8.95 

14.95 

9.95 
9.95 
9.95 
9.95 
9.95 
9.99 

9.95 

8.95 
14.95 
14.95 
9.99 
9.99 


9.99 


14.95 

8.95 
9.99 
6.75 

14.95 

8.95 

8.95 

9.95 

8.95 

9.95 

12.95 

8.95 

9.99 
8.95 

14.99 


9.99 

39.95 

9.99 

9.99 

8.95 

9.95 

8.95 

9.95 

8.95 

8.95 
9.99 
9.99 

9.95 

9.95 

8.95 
9.99 
9.99 


6.50 

6.50 

6.75 

6.75 

6.50 

6.50 

6.50 

6.75 

6.75 

6.75 

10.50 
6.75 
6.75 

6.50 
6.75 
6.75 
6.75 
6.65 
6.25 

10.50 

10.50 
6.75 

6.50 
6.75 
6.75 
6.75 
6.75 
6.75 

10.50 

6.50 
6.75 
6.75 

10.50 
6.25 
6.25 
6.75 
6.25 
6.75 
8.90 

6.50 
6.75 
6.50 

10.50 
6.50 
6.75 
6.25 
6.75 

27.50 
6.75 
6.75 
6.50 
6.75 

6.50 
6.75 
6.50 
6.50 
6.75 
6.75 
6.75 
6.75 
6.50 
6.75 
6.75 

13.99 

PRICES 


SOLID GOLD ONLY £7.25 
DISC £10.50 

GAUNTLET 
ACE OF ACES 
LEADERBOARD 
WINTER GAMES 
INFILTRATION 


MAGNIFICENT 7 ONLY £7.25 
DISC £10.50 
HEAD OVER HEELS 
COBRA & ARKANOID 
SHORT CIRCUIT &WIZBALL 
FRANKIE GOES TO HOLLYWOOD 
GREAT ESCAPE & YIE AR KUNG FU 


GAME SET AND MATCH ONLY £8.99 (DISC £13.99) 

FEATURING: BASKETBALL • SOCCER VAULT • SWIMMING • SHOOTING • 
ARCHERY ■ TRIPLE JUMP • WEIGHTLIFTING • PING PONG • PISTOL SHOOTING • 
CYCLING • SPRINGBOARD DIVING • GIANT SLALOM • ROWING • PENALTIES • 
SKI JUMP • TUG OF WAR • TENNIS • BASEBALL • BOXING • SQUASH • 
SNOOKER/POOL 


COMP HITS VOL 1 

ONLY £5.99 

BRIAN JACKS SUPERSTAR 
ANCIPITAL 
SEASIDE SPECIAL 
JINN GENIE 
SPECIAL OPERATIONS 
HARRIER ATTACK 
HUSTLER 
CHUCKIE EGG 
SPACE PILOT 
SORCERER OF CLAYMORGUE CASTLE 


LIVE AMMO ONLY £7.45 
DISC £10.99 
ARMY MOVES 
RAMBO 

GREEN BERET 
TOP GUN 
GREAT ESCAPE 


BEST OF ELITE VOL 1 
ONLY £4.99 

BOMB JACK 
F. BRUNO’S BOXING 
COMMANDO 
AIRWOLF 


BEST OF ELITE VOL 2 
ONLY £7.99 

PAPERBOY 
GHOST ’N GOBLINS 
SPACE HARRIER 
BOMBJACKII 


HEWSONE SMASH HITS 

ONLY £7.25 DISC £9.50 
EXOLON 
ZYNAPS 
RANARAMA 
URIDIUM PLUS 


BARGAIN BUYS 

NEMESIS 

DRAGONS LAIR I 

DRAGONS LAIR II 

EDDIE KIDD'S JUMP CHALLENGE 

RANARAMA 

LORDS OF MIDNIGHT 

DOUBLE TAKE 

QUAKE MINUS ONE 

STAR PAWS 

FOOTBALLER OF THE YEAR 
MANIC MINER 
JAILBREAK 
DAREDEVIL DENNIS 
COMIC BAKERY 
LEGIONS OF DEATH 
CONFUZION 
SUN STAR 

SILICON DREAMS (DISC ONLY) 

JET SET WILLY 2 

NETHER EARTH 

ELEVATOR ACTION 

ZIM ZALA BIM 

GRANGE HILL 

KRACKOUT 

COLOSSUS CHESS 2-0 

HIGHLANDER 

TOY BIZARRE 

MASTER OF THE LAMPS 

FIRELORD 

AVENGER (CARTRIDGE) 

SIGMAY 

DANDY 

NEMESIS THE WARLOCK 
DEATH WISH III 
JACK THE NIPPER 2 


REC 

PRICE 

8.95 

9.95 

9.95 

8.95 

8.95 

9.95 

8.95 

9.95 

6.95 

9.95 

8.95 

8.95 

7.95 


9.95 

9.95 

9.95 


9.95 

8.95 

9.95 
9.95 


OUR 

PRICE 

3.99 

3.99 

3.99 
1.50 

2.99 
1.50 

2.99 
1.50 

1.99 


2.99 

1.99 

1.99 

6.50 

2.99 

1.99 

2.99 

1.50 
2.99 
2.99 
2.99 

2.99 

1.99 
1.99 

1.99 

2.99 
2.99 

2.99 
2:99 

3.99 
3.99 



REC 

OUR 

AMIGA 

PRICE 

PRICE 

VAMPIRES EMPIRE 

19.95 

12.95 

ROLLING THUNDER 

24.95 

15.95 

TERRAMEX 

19.95 

12.95 

GRYZOR 

24.95 

15.95 

COMBAT SCHOOL 

24.95 

15.95 

GUNSHIP 

24.95 

15.95 

BAD CATS 

24.95 

15.95 

TETRIS 

19.95 

12.95 

CARRIER COMMAND 

24.95 

15.95 

POWER PLAY 

19.95 

12.95 

ULTIMA II, IV, V 

24.95 

15.95 

WIZBALL 

24.95 

15.95 

XENON 

19.95 

12.95 

SLAPFIGHT 

24.95 

15.95 

ARMY MOVES 

24.95 

15.95 

SHADOWGATE 

29.95 

19.95 

KING OF CHICAGO 

29.95 

19.95 

OBLITERATOR 

24.95 

15.95 

GARACEN 

24.95 

15.95 

INSANITY FLIGHT 

24.95 

15.95 

UMS 

24.95 

15.95 

STRIP POKER II 

9.95 

6.95 

HOT BALL 

24.95 

15.95 

LEATHERNECK 

19.95 

12.95 

INTERNATIONAL SOCCER 

19.95 

12.95 

FRIGHT NIGHT 

19.95 

12.95 

GOLDRUNNER II 

19.95 

12.95 

CRASH GARET 

19.95 

12.95 

SLAGON 

19.95 

12.95 

FEUD 

9.95 

6.95 

MATCHDAY II 

19.95 

12.95 

BARBARIAN (PSY) 

24.95 

15.95 

TERRORPODS 

24.95 

15.95 

HUNT FOR RED OCTOBER 

24.95 

15.95 

WINTER OLYMPIAD ’88 

19.95 

12.95 

BARBARIAN (PAL) 

14.95 

10.50 

KINGS QUEST III, II, 1 

24.95 

15.95 

DARK CASTLE 

24.95 

15.95 

BALANCE OF POWER 

29.95 

19.95 

DEFENDER OF THE CROWN 

29.95 

19.95 

LEADERBOARD 

24.95 

15.95 

LEADERBOARD TOURNAMENT 

9.95 

6.95 

WESTERN GAMES 

19.95 

12.95 

FLIGHT SIMULATION II 

49.95 

32.95 

SCENERY DISK II 

24.95 

15.95 

MUSIC STUDIO 

34.95 

23.50 

CRAZY CARS 

19.95 

12.95 

SILENT SERVICE 

24.95 

15.95 

ROADWARS 

19.95 

12.95 

BMX SIMULATOR 

14.99 

10.50 

PLATOON 

24.95 

15.95 

BONE CRUNCHER 

14.95 

10.50 

SUPER HUGHEY 

14.99 

10.50 

HITCH HIKERS GUIDE 

29.99 

19.95 

AMIGAS 

19.95 

12.95 

JINXTER 

24.95 

15.95 

GUILD OF THIEVES 

24.95 

15.95 

BACKLASH 

19.95 

12.95 

IMPACT 

14.95 

10.50 

STAR GLIDER 

24.95 

15.95 

PAWN 

24.95 

15.95 

PACLAND 

19.95 

12.95 

TRACKER 

24.95 

15.95 

SILICON DREAMS 

19.95 

12.95 

JEWELS OF DARKNESS 

19.95 

12.95 

NIGHTORC 

19.95 

12.95 

PHANTASIE III 

24.95 

15.95 

ICE HOCKEY 

24.95 

15.95 

WISHBRINGER 

29.99 

9.99 

MIND FOREVER 

29.99 

9.99 

VOYAGING 

29.99 

9.99 


S.D.C. ORDER FORM 


H 


Please send me the following titles. BLOCK capitals please! 
Type of computer 

Amount 













Total Enclosed £ 




Date . 
Name . 
Address 


Tel. No. 


Please make cheques or postal orders payable to S.D.C. 

Prices include P&P within the UK: Europe please add £0.75 per tape: 
Elsewhere please add £1.00 extra per tape 

Open to public 10am-8pm 7 days a week 
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77/ne Bandit goes prehistoric — circa Pacmanzoid period. 
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Screen Scene 




Amiga version. But the biggest 
difference between Time Bandit and 
most Gauntlet clones is that you 
play on separate parts of the screen, 
and only see each other on your 
own screen when yc j pass each 
other within the maze. Another 
difference is that when one player 
finishes the maze the other does 
automatically. 

The graphics are, as we have 
come to expect from most ST- 
Amiga conversions, almost identical 
to the ST version. That said, they are 
still colourful and do the game 
justice. The sound effects and 
animation, however, are not good at 
all. Apart from the odd bang and 
splat there is a noticable absence of 
any good sound effects, and the 
animation is actually worse than the 
original. 

These criticisms apart, Time 
Bandit is essentially a good game. 
People who have not played the 
original and who like the idea of a 
true arcade adventure (and by that I 
mean a game that contains 
elements of arcade games, 
adventure games, and anything in 
between) will find Time Bandit an 
enjoyable and refreshing change 
from the plethora of shoot-'em-ups 
that seem to be available at the 
moment. Mind you there's always 
Garrison. 

Ian J Frogsac 


Amiga 

Price: 

£ 19.95/disk 

W hen this game was first 
released for the ST—and 
you must remember that 
it was one of the first games 
available for that machine — it 
seemed to have everything a games 
devotee could have dreamed for. 
Excellent graphics, good sound 
effects, an enormous playing area, 
and a resemblance to Gauntlet, the 
game of the time. 

Time Bandit was even acclaimed 
as The best game ever' by one 


and a half small pages. The aim of 
the game is to travel around time, 
entering and exiting castles, and 
despatching villains along the way. 

The basic concept of the game 
owes a great deal to Gauntlet but 
unlike Garrison , Time Bandit does 
not aim to mimic; rather it takes the 
ideas of simultaneous play and 
walking around mazes collecting 
jewels and expands them. Instead of 
one maze leading to another, Time 
Bandit allows the player to choose 
which maze to enter, and the 
contents of that maze can range 
from standard Gauntlet screens, to 
Pac-man games, right through to 
invisible barriers. 

As with Garrison, only two players 
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A more Gauntlety screen. 
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DIGITAL POINTS DISPLAY 


American computer mag. I too, was 
impressed when I received the ST 
version. Nearly two years later, 
however, I find it more difficult to 
summon up such enthusiasm for the 
Amiga version. Microdeal have 
compacted the storyline into one 


can actually play the game 
simultaneously—a limitation 
originally set on the ST and 
unfortunately not changed on the 


Time Bandit—me for 
an appointment. 
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... DEPENDS. 


Milton Bradley’s compelling game is now available for computer. 
Anticipate your friend’s responses to the provocative questions, in 
Scruples. Think carefully before answering the moral dilemma you are 
posed, or turn the tables and give an opposite reply to the one expected! 
Bluff and counter bluff will be needed, and beware, the other players (the 
Jury) can challenge your honesty at any time. 

The computer interpretation is ingenious and funny. Up to ten 
people can play: all human, all computer, or any combination. There is a 
minimum of 64 characters to choose from, each with simulated 
‘intelligence’. Real players must ‘adjust’ their personalities and select their 
appearance from a gallery of faces provided. A minimum of 230 leading 
questions are built-in and no game will ever be the same. 

Scruples, The Computer Edition, is available from all good software retailers or directly 
from Leisure Genius. 

Make cheques or postal orders 
payable to Virgin Games Ltd and 
send to 2/4 Vernon Yard, Portobello 
Road, London WII 2DX. 

DO NOT POST NOTES 
OR COINS! 


Spectrum 48/I28/+2/+3 

cass £9.95 

disc £14.95 

Commodore 64/128 

cass £12.95 

disc £14.95 

Amstrad CPC 

cass £9.95 

disc £14.95 

Atari ST 

- 

disc £19.95 


Please state clearly machine type and media required. 


^Leisure 
Genius 


COMMODORE SCREEN 


SPECTRUM SCREEN 


AMSTRAD SCREEN 


ATARI SCREEN 























































I t was just over three years ago 
that Paul Woakes, the little known 
author of the brilliant Battlezone 
variant Encounter , wrote a program 
to generate fast moving 3D vector 
graphics on the Atari 800. A year and 
much hype later and the routine had 
developed into a game — an arcade 
adventure called Mercenary which 
rapidly received all manner of 
acclaim when it was released. 

Now, two years since it first 
appeared on the 64, this timeless 
classic has made it to the Amiga, 
along with its psuedo sequel The 
Second City. In fact, Novagen have 
bundled the two masterpieces 
together with The Targ Survival Kit 
to form the definitive Mercenary 
Compendium. 

For the uninitiated, the action 
takes place on the planet Targ, 
inhabited by two alien species — the 
Polyers and the Mechanoids — who 
are locked in constant conflict. 

Having crash-landed, your sole 
objective is to escape — basically 
you have to acquire, by fair means 
or foul, a ship capable of breaking 
away from Targ's gravitational pull. 

The most obvious route to 
success seems to be acting as a 
mercenary for one of the two sides 
at war. However, it soon becomes 


apparent that the best approach is to 
pick up any objects found on your 
travels and sell them to the side that 
pays the most. For example, the 
Useful Armament would certainly 
be at home in the Armoury, while 
the Medical Supplies are more 
suited to the confines of the 
Infirmary. But whose? 

A bulk of playing time is spent 
exploring the large tunnel network 
deep beneath Targ's major city, with 
the occasional puzzle to solve and 
the knowledge that there's always a 
few special cheats to discover. The 
beauty of Mercenary is that you can 
play it at your own pace and there 
are very few annoying restrictions 
imposed. 

Hovering above the city is the 
Palyar colony complex, which is 
worth a look as it houses many 
interesting rooms and items — 
provided you can find suitable 
transport to fly there. There are half 
a dozen different craft available, 
ranging from slow, ground-based 


R ct N^ 


Mercenary is certainly a worthy 
hH/Vb investment for Amiga owners after 

pi something more than a short, sharp 

burst of fun. Both Mercenary and 

vehicles to super-fast jets. There's The Second City (which is basically 
also a very unusual (and useful) craft more of the same, only harder) will 


(or should I say Kraft) lying around 
— if you can sniff it out. 

Apart from a few neat tweaks (like 
the ability to run) the gameplay in 
this 16-bit incarnation is identical to 
its forerunner's. But overall it's 
better, only because the graphics 
are so smooth, fast and utterly 
exhilarating. I can't think of a flight 
simulation which provides the same 
thrill as this does during flight. 


keep you busy for weeks (unless 
you've already played and 
completed other versions), and 
more than make up for the current 
drought of quality Amiga software. 

Gary Penn 
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Amiga 
Discovery 
Sorfware 
Price; $49 


exception pretty shabby copes of 
the original. Now you have your 
chance with this imported version of 
the Taito coin-op which revived it all 
in the first place. But at a price. 

It strikes me as wholly 
unnecessary to describe the plot 


What might be of more use to 
perfectionists among you is to tell 
you just how close it is to the 
coin-up for your money. 

To all intents and purposes 
Discovery's version is arcade 
perfect. The graphics are as close as 
makes no difference and so is the 
sound. The most obvious difference 
is that you use the mouse. Now 
that's fine for some but I always find 
the thing gets stuck at a crucial 
moment and you end up watching 
the ball disappear past the bat. A bit 
like England's batsman facing 
Richard Hadlee. As a dedicated 
paddle user on the 64 version I 
would like to have seen the same 
concession. 

Unlike the definitive Ocean 
version you only get three lives on 
this one. You also have the option to 
control the speed of the ball by 


flUUHOD 


particular there seem to be a 
plentiful supply of lasers, a bonus 
rarer than a good T'Pau record on 
Dave Collier's Commodore version. 
Cheats who don't like some of the 
first twenty screens can choose 
where they want to start as well. 

What you have with Discovery's 
job on Ark is as good a version as 
you could ever expect to have on a 
home computer. Any criticisms are 
really only nitpicking. The one thing 
you don't have on it is an affordable 
price. You have to have money to 
burn to buy it. An obscene amount 
of money. It's also not easy to come 
by. Meanwhile 64 owners can revel 
in the fact that they possess a game 
that, bug'n all, is as good as the 
Amiga version and nearly a quarter 
of the price. 

Mike Pattenden 


B ounce hungry arcade 
enthusiasts will have been 
drumming their keyboards 
restlessly at the complete lack of any 
decent Breakout style games on the 
Amiga. The clones which have 
appeared for it are all without 


(the capsule warped in time 
somewhere bit) or the gameplay 
(knock bricks out) to anyone reading 
this. The game has appeared on just 
about every format and in every 
conceivable shape since it was 
released just over a year ago. 


pressing keys 1-6. Quite why anyone 
would want any speed other than 
the natural one I'm not sure, since 
the game isn't as hard as the original 
or the 64. The reason I say that is 
because you seem to get more 
bonus capsules than is usual. In 
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S&U SOFTWARE LTD 

TOP SOFTWARE AT ROCK BOTTOM PRICES 

ANY 6 GAMES FOR £10 .. . COMMODORE 64 TAPE ONLY 

CAVE FIGHTER, METRO NAUGHT, STRIKE FORCE, HERCULES, BEAM RIDER, DECATHLON, GERRY THE GERM 
FORCE ONE, MERMAID MADNESS, MICRORYTHM, NINJA MASTER, PNEUMATIC HAMMER RIVER RAID 
SPECIAL AGENT, WARHAWK, ZENJI, ZOLYX, AMAURATE, 1985, ACTION BIKER, BACK TO REALITY BIG MAC 
BMX RACERS, BMX TRIALS, BRIAN JACKS, BUMP START, SPIKE, COLONY, CRAZY COMETS, CURSE OFSHERWOOD 
DESTROCTOR, EDDIE KID, EXCALIBER, FEUD, HARVEY HEADBANGER, HUMAN RACE, HUNTER PATROL 
HYPERBOWL, HYPERFORCE, I BALL, JACKLE & WIDE, KENTILLA, KIK START, KOBYASHI, LAST V8 MASTERCFJESS 
MILKRACE, OLLIE & LISA, PANTHER, PIPELINE 2, POD, S.O.S., SKY JET, SPACE HUNTER, SPEED KING 2 SPOOKS* 
STARFORCE NOVA, STREET SURIER, SWAT, WING COMMANDER, Zzzz 

We have one of the largest stocks of Amiga software available. Send S.A.E. for list 


TERRORPODS. £18 95 

PACBOY. £895 

LEADERBOARD. £18 95 

WINTER GAMES. £18 95 

STRIP POKER. £15 95 

JINXTER.£18.95 

KARATE KID 2. £18 95 

RED OCTOBER. £18 95 

BACKLASH... £14 95 

KING OF CHICAGO. £18 95 

GOLDRUNNER. £18 95 

SUPER HUEY. £14 95 


LURKING HORROR. £18 95 

STAR GLIDER. £18 95 

SILENT SERVICE. £18 95 

WORLD GAMES. £18 95 

STRIP POKER 2. £ 7 95 

SILENT SERVICE. £18 95 

INSANITY FLIGHT. £18 95 

CRAZY CARS.£14.95 

CALIFORNIA GAMES.£18.95 

BARBARIAN. £18 95 

DEFENDER OF THE CROWN. £22 95 

SPACE RANGER.£8.95 


★ Very Fast Delivery * All Prices Include P&P ★ 
All Cheques & P.O.'s To S.U., 


S.U., 155 WASH LANE, YARDLEY, BIRMINGHAM, B25 8PX. 


AMIGA 

AMIGA A500 

INCLUDES: 

AMIGA A500 

DELUXE TAPE, C’SHIPGOLF 
G.F.L. F’BALL, C’SHIPB’BALL 
COMMODORE SPORTS BAG 
COMMODORE MODULATOR 

PRICE ON APPLICATION 


AMIGA 

AMIGA 1084 

HI RES COLOUR MONITOR 
ONLY £219.95 

CITIZEN 

1200 PRINTER 

Includes INTERFACE & CABLE 

ONLY £179.95 


Disk Boxes Lockable Holds 80 £9.95 
CBM 1541C Disk Drive £169.95 
(includes GEOS and Integrated Joystick) 


Give us a ring about your software needs for your 
Amiga or CBM64 


WE HAVE A FAST HARDWARE/SOFTWARE MAIL ORDER SYSTEM. WE 
GUARANTEE AT LEAST 10% DISCOUNT OFF SOFTWARE £4.95 RRP OR ABOVE 

SOFTWARE SPECIAL OFFERS 

Championship Golf, Baseball, G.F.L. Football only £27.95 for all 3# Arena — 
Bretacus only £9.95 # Kings Quest III £8.95 •Tasstimes £9.95 while stocks last 

SPECIAL OFFER: 

5V4 BLANK DISKS. £5.00 FOR TEN 

3V 2 BLANK DISKS. £13.00 FOR TEN 

SPECIAL OFFERS ARRIVING EVERY WEEK 


3 HAMBLET0NIAN YARD 
STOCKTON ON TEES 
CLEVELAND 
TS181BB 
Tel: 0642 670503 


6 WELLINGTON COURT MEWS 
DARLINGTON 
COUNTY DURHAM 
DL1 5PD 

Tel: 0325 486689 


Packs and prices may change without prior warning, please ring to check before 
ordering. 

Pack contents and prices are correct at time of press. 

P&P included, extra for courier delivery. 

All mail order enquiries to Stockton shop please. 

CREDIT TERMS AVAILABLE 


24hr 

m 


SEE 


S 0932-787568 


COMPUTERS 


24hr 

Q 


S 0932-787568 


A500 includes deluxe paint, tutorial disk, 
Defender of the Crown 
Starglider and Goldrunner 


AMIGA GAMES & UTILITIES 


BARDS TALE 1 . 

.£20.00 

TEST DRIVE . 

.£20.00 

DEJAVU . 

.£25.00 

DELUXE VIDEO . 

.£55.00 

CHESSMASTER 2000 . 

.£20.00 

DELUXE PAINT II . 

.£55.00 

MARBLE MADNESS. 

.£20.00 

THE WORKS. 

... £120.00 

HITCHHIKERS GUIDE . 

.£25.00 

DIGIVIEW. 

... £150.00 

IMPACT. 

.£13.00 

ANIMATE 3-D (JgJ. 

... £128.00 


This is a small selection of our games and utilities. Please phone for others. 


To order please send cheque and POs made payable to: 

ARB Computers All prices include VAT and 1st class postage. 

40, Halliford Close Computers add £5.00 courier charge. 

Shepperton, Middlesex TW17 8SL_Callers by appointment please 


£473-99 


■ THE MEMORY STORE 
136 INGRAM STREET 
GLASGOW G1 
TEL: 041 552 4222 

UNBRANDED_DISKS_ 

■ FREE VIRUS ANTIDOTE FOR AMIGA 
OWNERS WITH EVERY PURCHASE!!! 


DS/DD 


3.5 BULK 


5.25 BULK 


25 

50 

100 

500 

£22 

£43 

£83 

£385 

£10 

£19 

£35 

£140 


ALL DISKS COME WITH LABELS 


Lockable Disk Box 
Holds 80 3.5" Disks 


£7.50 

ALL DISKS GUARANTEED 






















































































DOUBLER 

oorver 

THE tape backup device 


For Speed, Power and Ease of Use j 

| y • | . 
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FREEZE MACHINE 


Only £28.95 


Features include 


Totally unstoppable Freeze 
Fast save routines 
Ultra efficient file compactor 
Game killer 

Lazer and Turbo Fastioads 
Integral Reset button 
Tape turbo facilities 
12 second disk Format 
Selective file copier 
Selectaload 
Plus many more ! 


UPGRADES 


Mki, ii, iii, me 
Mkl V 
Lazer. 


£ 19.95 
£ 7.95 
£ 2.00 


save 

Includes... 
"Freeze 

the rest! I 


The most effective backup cartridge on the 
market? We feel no other "device" can 
remotely match the speed, power and ease 
of use of the FREEZE MACHINE. It’s speed 
of operation is the most amazing feature - 
imagine being able to SAVE & reLOAD 
your favourite games in as little as 10 
seconds and no more than 18. Buy one 
and see it perform, if you don’t agree that 
it is the most formidable cartridge 
available, return it within your statutory 28 
days for full refund - we are that confident! 


Freeze Machine Utility Disc V3.0 


Including over 30 routines, this is the latest version of the disk that 
complements use of the Freeze Machine. Used in conjunction with 
the catridge, it allows the complete transfer to disk of many 
programs that load extra parts, eg. Gunship, Last Ninja, World 
Games & Supercycle. A very useful add-on to Freeze Machine. 


Upgrades: £2.00 


ONLY £7.95 


Dolphin DOS 


Install Dolphin DOS and prepare to be amazed! 
LOADs & SAVEs files up to 25 times faster, LOADs 
202 blocks in less than 5 secs, yet still maintains 
standard CBM disk format! Compatible with the 
majority of commercial software, it is now the 
established standard parallel operating system for 
the 64/128 using the 1541 disk drive, and includes 
many extra DOS & BASIC commands, a built-in 
monitor and Centronics printer driver, plus numerous 
other useful features. Qn|y £g 9 9g 


The most effective product of it’s type, the 
DOUBLER makes perfect first generation 
backups of your tape software. Consists of 
hardware and software, and requires access 
to two CBM type data recorders. So easy to 
use - works every time! 

£12.95 


Only 


1541 Exam 


Problems with 1541 disk drive head alignment? 
No problem! This package contains a digital 
alignment disk and drive fault diagnosis 
software that will allow you to both check and 
correct head alignment on your 1541. 
Package also includes quiet drive stops to 
silence that ‘knocking noise’ associated with 

the drive Only £39.95 


Disc Disector V5.0 


Our popular disk backup/utility package fea¬ 
tures a wide range of powerful programs. The 
‘nibblers’ provided will backup most-all protec¬ 
ted software, and includes options for 3 or 8 
minute copy and usage of 2nd drive. Utilities 
include: Menu Maker, Disk Orderly, Disk 
Rescue, Discmon+, Scratch/Unscratch, Fast 
Format, Disc to Tape, Selective filecopy, and 
many more. Also compatible with 128,128D& 
1570 drive. Only £ 19 95 


Amiga 500 


Amiga 500.£ 449.00 

Includes Deluxe Paint, .Silent Service & 5 disks full of 
public domain software. 

Phillips CM8833 (Monitor, suits A500).... £ 279.00 
Stereo sound colour monitor, includes cable for A500. 

SPECIAL OFFER . Amiga 500 with 

Amiga 1081 Monitor, only.£ 669.00 


Disks & Boxes 


25 bulk packed DS/DD disks, with sleeves, 
w/p tabs and labels. Good quality and fully 
guaranteed, only.£ 13.95 

25 disks + box. Disks as above plus 50 
capacity locking storage box, only.£ 22.95 

25 disks + 100 box. As previous offer but 
with 100 capacity locking box.£24.95 

50 capacity box. Hi-quality lockable storage 

for 5.25" disks. Smoked Perspex top.£ 10.95 

100 capacity box. Larger version.£ 13.95 


Sefected 

products 


NEOS Mouse + Cheese. A very popular 
add-on for 64/128 users. High quality mouse, 
comes with full colour graphic software. £24.95 

’64 POWER PACK. Replacement power sup¬ 
ply unit to suit the ’64. £24.95 

MOTHERBOARD. 4 slot with either all upright 
or with one straight thro’ for modem use (please 
state type when ordering. £28.00 

XETEC SUPERGRAPHIX. The best centronics 
interface for 64/128. Features 8 K buffer and allows 
for downloadable fonts. Excellent value. £69.95 

DATA RECORDER. CBM compatible type 
same as C2N/1531 but cheaper and includes a 
pause control.£24.95 

AZIMATE 3000. Multiple cassette loading 
difficulties? Check and adjust your CBM cassette 
unit when necessary with this head alignment kit. 
Very easy to use.£6.95 

1541C DISK DRIVE. We have them in stock 
but why not buy an Excelerator which is a better 
performer, has many advantages, comes with free 
software and is much better value. £189.95 

1541 QUIET DRIVE STOPS. Woodpecker 
trouble? Silence your 1541 now with these easy to 
fit stops. Also prevents head mis-alignment. Two 
sets provided to do 2 drives (not suitable for 'turn 
lever’ types).£4.95 


In Australia contact: Micro Accessories of S.A., Unit 8, Hewittson Rd, Elizabeth West, S. Australia 5113 Tel: (08) 287-0191 























































































Dynamic 

Duo 


A SUPERB 
BUNDLING 
OFFER 


FEATURES 


★ Extremely compatible 

★ Xcellent value 

★ Compact size 

★ Even lower price 

★ Low noise 

★ External 8/9 switch 

★ Rave reviews 

★ Attractive appearance| 

★ Turbos, no problem 

★ One year guarantee 

★ Runs cool 

★ +Direct Drive Motor 



NEW 
f LOWER 
PRICE ! 


«Excelerator+ 

& GEOS 

£129.95 

Excelerator* 

& GEOS, PLUS 
Freeze Machine 

£149.95 


Now* at an even lower price, this superb bundling 
offer combines the critically acclaimed 
Excelerator+ with the super sophisticated GEOS 
(Graphic Environment Operating System.) GEOS 
brings the power of a graphic interface and 
integrated disk turbo to the ’64/128, from which 
you can access geoPAINT, a full-featured graphic 
workshop, geoWRITE, an easy-to-use WYSIWYG 
word processor and Desk Accessories which 
include Calculator, Notepad, Alarm clook, Photo 
album, etc. Many more extensions are available 
such as spreadsheet geoCALC, database/ 
mail-merge geoFILE, etc. 




Your ’64 could look like this! 

Why put up with an old fashioned looking 
computer? Fit one of these smart and 
modern looking new cases to your trusty 
’64, and it will look and feel like you are 
using a brand new computer.This high 
quality injection moulded case is simple 
to fit and gives a lower keyboard height. 
Don’t put up with the old image, 
order one now. 


IconTroller 

Only £11.95 


By Suncom, the keyboard mounted 
cursor controller, a natty little stick that 
attatches to your Commodore keyboard. 
Ideal for Icon-driven software, and 
perfect for GEOS applications. 


GEOS Products 

1 Full range of GEOS products for 1 

I the 64 & 128 at the best prices. 1 

GEOS 64. 

.. £24.95 

GEOFILE. 

.. £24.95 

GEOCALC. 

.. £24.95 

GEODEX/ 


DESKPACK. 

..£21.95 

GEOWRITE 


WORKSHOP. 

.. £24.95 

FONTPACK ONE.... 

..£16.95 

GEOSPELL. 

..£16.95 

GEOPUBLISH. 

.. £32.95 

GEOS 128. 

.. £32.95 

GEOWRITE 


WORKSHOP 128 

.. £32.95 



LC-10 from 

The NEW No.1 CBM ready printer 



Offering even MORE features 
than the NL10 it replaces, the 
LC-10 is the new No.1 from 
Star. Incorporating facilities 
not seen in this price range 
before, it is available as a 
Commodore ready printer for 
64/128 users or as a standard 
parallel version for Amiga 
owners. Supplied with all 
cables, ready to operate, 
simply state your computer 
type when ordering. 


I Four NLQ fonts, yes FOUR 
I Paper Parking (use single sheets 
without removing tractor paper) 

I Comprehensive ‘front panel’ 
operation of most modes 
96 NLQ print combinations 
144/36cps print speed 
Auto single sheet feed 
Tractor and Friction feeds 
Double & Quad height characters 


Evesham Inclusive Price... 

Only £199.00 

SPEC/4L..Price includes TWO 
extra ribbons free of charge. 




All prices VAT/delivery inclusive. Next day delivery £5.00 extra. 

How to order... 

Send cheque P.O. or ACCESS/VISA details 
Phone with ACCESS/VISA details 
Govt., educ. & PLC official orders welcome 
Same day despatch whenever possible 
Callers welcome, open 6 days 9.30-5.30 
All offers subject to availability, E.&O.E. 

TELEX. 333294 FAX: 0386 765354 

I __ 

ALSO AT: 1756 PERSHORE RD„ COTTERIDGE, BIRMINGHAM. B30 3BH. TEL: 021 458 4564 


63 BRIDGE STREET - 
EVESHAM 

WORCS. WR11 4SF M 
Tel: (0386) 765500 




































































# Screen Scene 



pleasing for that. 

Also caricatured are the explorer 
figures. Programmers (ex-Gremlin 
men Shaun Hollingworth and Pete 
Harrup) have gone mercillessly for 
stereotypes circa Zulu Dawn. 
Thankfully, Benn Daglish's 
soundtrack doesn't attempt 
anything similarly jingoistic, it just 
bounces along in the background. 

For all that, Terramex is good fun, 







Amiga 
Grand Slam 
Entertainments 
Price: £19.95 

A rcade adventures of the 
'explore terrain, avoid the 
nasties and collect strange 
objects' gendre have come a long 
way since Jet Set Willy, and Amiga 
versions can display a remarkable 
amount of detail and solidarity to 
the characters and items within a 
game. 

Terramex\s just one such 
example. The playing strategy is 
good old platforms and ladders, but 
clear bold graphics and a pervasive 
sense of groansome humour make it 
a pleasure to play. 

The plot goes like this: an asteroid 
is hurtling towards earth, and only 
Professor Eyestrain can deflect it. 
Mission: find Eyestrain, who is 
holed up in the desert somewhere 
and hasn't been seen for twenty odd 
years. You can choose to 'be' one of 
five characters to go off in search of 
the Professor, and if you find him, to 
get the right bits and bobs to put his 
asteroid deflecting machine 
together. 

You'll need to use plenty of other 
objects found strewn along the 
landscape simply in order to get 
about; a vacuum cleaner which 
enables you to fly certain screens, a 
flute which will charm otherwise 
deadly snakes; a political manifesto 
which will power a hot air balloon 
(manifesto... full of hot air... 
geddit?) 

Don't worry about not being able 
to carry all this stuff, an army of 
bearers lugs it along behind you. To 


TERRRMEX 


use an object, scroll through your 
bearers to get the object you want 
closest to you, and then swap items 
with him. A considerable amount of 
lateral thinking is required, however, 
to match each object to its correct 
purpose. 

Thanks to the large, clear 


graphics, you don't have to spend 
time trying to puzzle out what the 
objects are meant to represent, 
before you can begin guessing how 
they might be used. The picture 
design is of a bold, cartoon car 
icature style, rather than attempting 
anything sophisticated, but no less 


though the humour is extremely 
corny, and it certainly isn't easy, 
what with the object manipulation 
puzzles to chew over, pterodactyls, 
cloud droplets, man-eating plants, 
reptiles and the like around to 
pulverise you. 

Christine Erskine 


Aah! Cloud nine! 


DIGITAL POINTS DISPLAY 
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Screen shots from Spectrum version. 


Transport yourself to the year 
3010 where competition and sport 
have replaced blood thirsty lust for 
violence and confrontation. 


Trantor™ was called from out of 
the ranks of the warrior forces, as 
leader of a band of outlaw 
mercenaries, whose mission is to 
smash the growing power of 
New World NEBULITHONE. 

CBM 64/128 - £9.99 Cassette, £11.99 Disk 
V AMSTRAD - £9.99 Cassette. £14.99 Disk 

SPECTRUM £8.99, SPECTRUM +3 £12.99 Disk 


CBM 64/128 - £9.< 
AMSTRAD - £9.99 
SPECTRUM £8.99 


MMMIR9IN 


When New Texas screamed for 
an army of men. Earth sent one 
man-he was enough - he was 
BraveStarr™ 


In a vast, expanding universe 
the challenge is survival. 

Battle against the tyrannical 
Bozon, who aims to exterminate 
the Earth and its people. 

CBM 64/128 - £9.99 Cassette, £11.99 Disk 
AMSTRAD - £9.99 Cassette, £14.99 Disk 
SPECTRUM £8.99 


CBM 64/128 - £9.< 
AMSTRAD - £9.99 
SPECTRUM £8.99 


Screen shots from Amstrad version. 


Screen shots from CBM 64/128 version. 


WHEN NEW TEXAS SCREAMED FOR AN ARMY OF MEN 
EARTH SENT ONE MAN - HE WAS ENOUGH - HE WAS.. 
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you visit it, and shows your current 
strength, indicated by a flowering 
vine, which is rejuvenated whenever 
you eat or successfully solve a 
puzzle. Let the vine wither and you 
die a premature death. 

Playing the game is largely a 
matter of noting where objects are, 
exploring (it's all mappable) and 
working out how to use what you've 
collected. Hence the similarity to a 
conventional adventure. Y'in Hsi is 
also capable of a few basic martial 
arts moves to ward off immediately 
hostile characters, but this takes up 
a lot of strength and makes the 
flowering vine wilt at a remarkable 
rate. Beware, too, of hanging around 
for too long in any one location, or 
the improbably named Hoppy the 
Goblin appears and bites your 
ankles, which doesn't do too much 
for your strength either. 


Mugged, by a Grandad. 


Golden Path 
Amiga 
Firebird 
Price: £19.95 

B eautiful graphics may be no 
guarantee of an excellent 
game, but they do help, and 
Firebird's Golden Path has 
wonderfully detailed and 
atmospheric pictures a-plenty. 
Despite the game being an ST 
conversion, taking place over these 
40 beautifully illustrated screens, 
and there being no text input 
required at all, it plays more or less 


as a straight adventure, rather than 
as an arcade game. 

You play Y'in Hsi, rightful heir to 
the land. Before you can become the 
emperor, however, you must 
traverse the golden path, in order to 
achieve true enlightenment. In your 
travels, you find objects, and meet 
characters with whom you must 
interact, help, or fight. Solve all the 
50 puzzles concerning what to do 
with each charcter and object, and 
you get to light the sacred incense 
and take up your imperial duties. 

Collecting and using the objects is 
controlled in icon fashion—a series 
of boxes at the bottom of the screen 
show what you have collected so 
far, depicts the Book of Knowledge, 
which describes each location as 


The big Y'in takes the aquatic route. 




GOLDEN PATH DIGITAL POINTS DISPLA Y 





































































t ^ 


I 





■ III 


llll! 

U «i 


Screen Scene 


Hardly a wishing well. 


It's the honourable bin room. 


A little but chilly round the sandals. 
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AM\GK 


plenty of variation. 

And the graphic backdrops are 
truly superb; lovely detailed scenes 
of budding mimosa bushes, ornate 
pagodas, animated flickering 
firelight, typically oriental looking 
landscapes. It all goes to make 
Golden Path probably the prettiest 
Amiga game yet. I have just one 
gripe on the graphic front—why did 
Firebird put the text location 
descriptions in dark blue on a black 
background? 

Christine Erskine 
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Even Fogies have some fun. 


The puzzles vary from tricky but 
straightforward to very easy—if 
you've got a dragon with a thorn in 
his foot and a pair of tweezers lying 
around just a couple of locations 
away, it's not too hard to work out 
your next move. And your ability to 
progress is often determined by 
which puzzles you've already 
solved. 

The gameplay, then, is very 
simple: a pictorial adventure game, 
and a program that will appeal far 
more to orthodox adventure fans 
than anyone else. However, it's an 
adventure dressed up in very fine 
clothes indeed. The mouse control 
and use of icons, once you've got 
the hang of it, mean that you can 
speedily move and manipulate Y'in 
Hsi and the objects in his pockets. 
The continual soundtrack is a classy 
oriental-style series of tunes with 
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\th and Inches gives you all the hard- 
ting action of real football: the bombs, 
i blitzing, the goal line stands. You’ll 
berience graphics and animation 
it are as riveting as a live actiotiMZ. 
hd side hit” ft 


‘ ‘Winning at 4th and Inches demands 
all the moves of the League's premier 
quarterback plus the tactical genius 
of a veteran lead coach 99 


P mj m - “It's hard 

to imagine that there can be 
anything more exciting for the home based 
football fan , even from the game's premier 
spectacle... the 


CBM 64/128 
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disk 


H 

liBB 


, - PROS liHBOUl 
Pass, h> Hie 
Adans, Lonn>< 
Knobs, Billy 
Hunk, Johnny 
S«ersh, Ox 


it<2) CHAHPS liKieout(5 
> qt) Dakota, Joe 

ie rB Bi99, B. 

i HB Knowle, T»« 

) US Quick, Rilly 

Tt Attrics. Jerry 

ft, pm.Ts. 

in |B Milco, Roger 

IB Dawg, Red 
i CB Green, AniMal 

i rit Dixon, SliM 


U.S. Gold, Units 2/3, 
Holford Way, Holford, 
Birmingham B6 7AX. 
Tel: 021 356 3388 


CB Dixon, SliH ^ 

iilia 


nPI/^LCSA 


UHHHM 




















































Adventure 
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BY KEITH 
CAMPBELL 


stopped ticking whilst the player 
thinks. In Border Zone, time does not 
stand still—except when you use the 
PAUSE command. 

Furthermore, Border Zone is in 
three chapters. Each chapter is basi¬ 
cally a separate mini-adventure, but 
three minis don’t manage the same 
depth and complexity of one single 
game of the same overall size. 

Like Nord and Bert, Border Zone 
has built-in Invisiclues. Type HINT, 
and you get a pick-list of clues 
appropriate to the chapter you’re 
playing. Select one, and a sequence 
of hints, in order of increasing help¬ 
fulness, is presented. At any time j 
during the sequence you can QUIT ! 
the hint section and return to where 
you left off in the game. 

Written by Infocom founder and 
co-author of Zork, Marc Blank, Bor¬ 
der Zone doesn’t disappoint in its 
puzzles — I love those where the 
game is (nearly) always one step 
ahead of me! The typical Infocom 
humour is there, too, in the trench- 
coated man who tries to light a 
cigarette while he interrogates you, 
and fails dismally. Not funny? fry 
lighting a match from the Frobnian 
Railway matchbook supplied with the 
pack! 


instead of doing what you should do 
to get the most out of the game — 
leave the computer alone for a while 
and puzzle through the problem logi¬ 
cally, until inspiration hits you. So 
instead of a real mystery, you get 
access to an open book. This spoiled 
Border Zone for me, and led to the 
low Puzzleability Rating, which would 
otherwise have ranked about 8. 

By the time Beyond Zork is re¬ 
leased, four in a row of Infocom’s 
games will have been ‘different’ from 
the standard adventure which gave 
Infocom its high standing amongst 
adventure players. And there’s In- 
focomix to come. Innovation and ex¬ 
periment in adventure formats is to 
be welcomed, but not in EVERY 
release, please, Infocom. Border 
Zone is good, but like Nord and Bert, 
and Plundered Hearts, it has failed to 
get those top W. ratings at one 
time almost guaranteed for an In¬ 
focom adventure. When can we have 
some more like Stationfall, Lurking 
Horror, and Leather Goddesses? 

FOOTNOTE 

A word of warning about the 
64 version. If, like mine, your 
pack contains only a 128 oper- 


BORDER ZONE 


64/128 
Infocom/ 
Activision 
Price: £24.99/ 
disk 

The convention of the spy thriller a la 
‘The Third Man’ has come to the 64 
via Infocom. The plot shifts and 
changes over a series of chapters in 
which the player adopts a number of 
roles. 

Chapter 1 — The Train. An Amer¬ 
ican businessman returning from the 
Eastern state of Frobnia, to Vienna, 
your train is nearing the border at 
Litzenburg. Suddenly/ an American 
agent staggers into your compart¬ 
ment, bleeding profusely from a gun¬ 
shot wound, and thrusts a document 
in your hand. “Deliver this to my 
contact, who will bump into you at 
Ostnitz station,” he implores. “He will 
say ‘Pardon me.’ To this you must 
reply ‘It is my fault.’ ” Pinning a white 
carnation on you for recognition pur¬ 
poses, and telling you your task is 
vital to prevent the assassination of an 
American diplomat, he staggers out. 

Before long, the train is being 
searched for the agent, and every 
passenger is interrogated. The secret 
document will do you no good if you 
are still clutching it when the man in 


the trench coat arrives! On reaching ) 
the border at Ostnitz, trench-coats 
conducts a thorough search of the 
train and baggage... How you deliv¬ 
er the vital information to the contact I 
forms the basis of this Chapter, which 
in hindsight, turns out to be quite 
short, albeit complex. 

Chapter 2— The Border. Now you 
are the wounded American spy who 
passed you the document in Chapter 
1. Fleeing from the train before it 
reached the border station, you are | 
on the run in a hostile land and must 
cross the border. To help you, a map 
of the countryside is supplied in the 
package. 

Bleeding, freezing cold in the 
snow, and pursued by dogs, you 
make for a hut in the forest clearing. 
Let’s hope its occupants are friendly 

Chapter 3 — The Assassination. 
Now you are a KGB agent — the one 
from whom the American agent re¬ 
ceived the document. You have been 
sent to Ostnitz to supervise the assas¬ 
sination, and keep the Kremlin’s 
name out of it. But in fact you are a j 
double agent and must prevent it I 
from happening without blowing your j 
cover. 

Border Zone marks yet another 
departure from the usual Infocom | 
style. Apart from being the First In¬ 
focom spy thriller, more significantly 
it is their first adventure played in I 
real time. Until now, the clock has 


But the game was spoiled for me in ! 
two ways. Firstly, the way it was split | 
into three chapters. However well | 
done it is (and it is well done), the I 
game immediately loses impact, j 
Surely, it might have been one of I 
those three parterGACked games on j 
tape — and THEY come at less than | 
half the price. 

More instrumental in spoiling the j 
game for me, was the inclusion of \ 
Invisiclues. In Nord and Bert, basical- j 
ly a guessing game, they worked I 
well, but in Border Zone the trouble is j 
they are there! It is all very well j 
saying ‘You don’t have to look at I 
them’ but you know and I know that I 
when you’re stuck you will use them, 


ating card, note that the way to 
start up the game on a 64 is 
different. You must type LOAD 
“ STORY”, 8 and then type RUN 
aT the READY prompt. Also, 
some copies of the 64 version 
are bugged. This manifests it¬ 
self by preventing use of the 
SAVE command (extremely 
useful in Border Zone) and 
causes the computer to lock 
up. Then the whole game must 
be reloaded from scratch be¬ 
fore play can continue. Activi¬ 
sion think that all faulty copies 
have been taken out of circula¬ 
tion, but should you find you 
have one, take it back to your 
supplier and ask for a replace¬ 
ment. 
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Smart Egg 
Software 
64/128 
Price 

cass/£9.95 
disk £14.95. 

Federation is a space adventure in 
which your ship has crashed into 
another, the Quann Tulla, whilst 
attempting to dock with her. The 
designer of the ship, Erra Quann, has 
hijacked it, and plans to take it out to 
an enemy empire to sell the secrets 



of its engines. Your quest is to recov¬ 
er the engine manuals from the 
Quann Tulla, destroy the ship to 
prevent it from falling into enemy 
hands, and then teleport to the sur¬ 
face of a nearby planet, where a 
means of escape awaits you. 

If the ship’s name is familiar to you, 
then it may come as no surprise to 
learn that Federation is a completely 
re-written version of Eight Day Soft¬ 
ware’s original text adventure Quann 
Tulla, one of the early Spectrum 
Quilled adventure, subsequently con¬ 
verted for Amstrad and C-64. 

When I say ‘re-written’, I mean 
completely re-written. The original 
storyline is there, and well recognis¬ 
able, but the text has been substan¬ 
tially improved, and some of the 


objects and puzzles shifted around a 
bit. 

The original was text only, but now 
, graphics have been added, in the 
form of a box about two-thirds the 
width and one third the height of the 
screen, and they are very quick to 
display. To the right of this is a 
scoreboard, showing the current 
score and number of turns taken. The 
score is out of a staggering 10,000 (so 
far I have only seen zeroes in the two 
rightmost positions) with some points 
awarded for displaying extra initia¬ 
tive. Thus it is possible to complete 
the game with less than a full score. 

Right at the start you are pitched 
into a problem — you can’t breathe. 
Your ship is leaking, and smoke and 
sparks are all around from the crash. 
Only a few moves are allowed for you 
to find and put on the Natuflow 
Airmask. This is the first of a series of 


The Fiend 

64/128 

Price: 

£3.99 cass 

Here is an adventure full of rather 
abstract but deviously logical puzzles 
— the sort that almost defy solution, 


objects, like the sulphurtab, and a 
tube of permaglue, that combine with 
the tight opening to make Federation 
somewhat reminiscent of Kayleth. 

Multi-word sentences are sup¬ 
ported, together with a RAMSAVE 
and RAMLOAD facility. 

The game is spoiled only by one or 
two minor points. Because the mes¬ 
sage given when an unrecognised 
word is entered conceals the fact that 
it is invalid, confusion can set in 
where the vocab is not too obvious. 
For example, trying to take the air- 
mask gave me THAT IS NOT POSSI¬ 
BLE — I should have used MASK 
instead of AIRMASK. Another small 
point was the description of a tube 
dangling in space failing to change 
after I had successfully contacted it to 
the Quann Tulla. 

Otherwise an excellent adventure 
— pity about the price! 


yet are manifestly obvious with hind¬ 
sight. 

Set in the caves beneath Folly Hill, 
inhabited by the dreaded Faringdon 
Fiend, you start off trapped in the 
middle of a pentagram. Step out of it, 
and the fading sounds of Fiendish 
laughter will be the last thing you 
hear. To make matters worse, you are 
carrying nothing to start with! Or 
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i Adventure 


does that, perhaps, actually help? 

Even leaving the pentagram does 
not really get you under way, for now 
the booby-trapped crack in the wall 
disappears, really leaving you with 
nothing! But there are clues all 
around, if only you take the trouble to 
look for them, and recognise them as 
such. Next, a breathtaking sideways 
logical step is required to, unlikely 
though it may seem, apply the same 
rules to all that flows from your first 
big discovery! 

If that sounds vague and compli¬ 
cated, all I can say is, you will 
understand what I mean when you’ve 
achieved it in the game! 

Being a game written by a Fiend, it 
is not surprising that it is populated 
with demons, each complete with 
viscious fangs and claws, ready to 
tear you to shreds at the slightest of 
false moves. Each can be satisfied 
with the object of his desires, but it is 
you who must discover exactly what 
that is, and then produce it from 
somewhere! 

This is a GACed adventure with 
graphics which are hardly Magnetic 
Scrolls’ standard, but they do have 
meaning, and they contain clues. On 
the reverse side of the tape is Fiend 
music, which to be appreciated to the 
full, should be played on a system 
with a bit of power, and turned up to 
full volume, whilst you are struggling 
through the game. 

For those Valley readers not in the 


know, The Fiend, author of this di¬ 
abolical piece, has a regular spot in 
the adventure column of our sister 
magazine, Computer + Video 
Games. Having plagued me with sar¬ 
castic and insulting anonymous let¬ 
ters for over two years, his venom has 
now been turned around to complain 
about the worst in adventure, and 
insult software houses, chain stores, 
and fools, which he refuses to suffer 
gladly. He does with as much relish 
as when he is devouring a maiden. 

A full solution is enclosed with the 
game — but being written by a Fiend 
I suspect it is designed to sap the 
morale of the player, rather than give 
him a helping hand! 

If you enjoy an exercise in pure 
logice, at £3.99 this shouldn’t fail to 
please. 

Beneath Folly is available mail¬ 
order from: The Fiendery, Elm 
Road, Faringdon, Oxfordshire. 




Ot t&ML. 


QUEST FOR THE 
GOLBEN EGGGUP 

You’re walking along the M5, when 
a Pink Panther in a pink C5 runs you 
over and kills you stone dead. All is 
black around you, when a shaft of 
light appears, and in it, an old man 
wearing a turban. “Hello, I’m God,” he 
says. He sits down to the strains of a 
haunting piano melody, and lights up 
a mild cigar. After blowing several 
smoke rings, he gives you a quest to 
perform. 


Mastertronic/ 
Smart Egg 
Software 
64/128 
Price 

cass/£1.99 


It seems his golden eggcup has 
been stolen, and your task is to find 
and return it to him. If not, he’ll turn 
you into an egg, and eat you, prob¬ 
ably poached. So saying, he claps his 
hands and vanishes in a puff of black 
greasy smoke. 

You now find yourself in a golden 
temple, and there’s little peace as you 
try to find your way about the place. 
God has the habit of materialising and 
making comments to interrupt your 
thoughts — like: “Being omnipotent 
isn’t all that it’s cracked up to be.” 
When he isn’t philosophising, 
chances are he’ll materialise a solid 
oak stone tablet, and instead of get¬ 
ting on with things, you’ll probably 
spend hours examining it, reading it, 
and doing all sorts of things to it and 
with it for which it was never in¬ 
tended. Then there’s Dandalf and 
Thoron constantly popping in and 
out, and making inane comments. 


Should you do anything about them, 
or are they just part of the scenery? 

Before long, you find yourself 
armed with all sorts of strange ob¬ 
jects, including a turban (perhaps it is 
the one God was wearing?) a golden 
robe, clipboard, jeans, slippers, 
magic beans, and an under-the-bed- 
object, which is sure to turn out very 
useful, if only you could decide what 
for. 

A genuinely humourous game, this 
is Smart Egg’s first original adven¬ 
ture, and for £1.99 it’s a must. It has 
bright, pleasing to look at, and instant 
colour graphics, a RAMLOAD and 
RAMSAVE facility, and a suitably 
holy character set. 

It is nice to see low-priced quality 
adventures on cassette, and this one 
is every bit a good as Smart Egg’s 
first Mastertronic release, Rigel’s Re¬ 
venge. Go out and buy one! 
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So you thought you had problems? 
Here is another batch of Valley read¬ 
ers who were so desperate, they 
decided to write about them. Can you 
help? Who knows, next week it might 
be your turn to seek help through the 
Valley! 

Nick Brown, alias Ihe Shoe’ is 
trying to get a reply from the Di¬ 
amond crime computer in The Syd¬ 
ney Affair. All he can get is .. stu¬ 
pid answers like ‘Addressee not ap¬ 
plicable’ ...’ he complains. An Infog- 
rammes ‘adventure’ is it not? Say no 
morel Can anyone tell him how to do 
it? 

Andrew Macrobie of Sheffield, has 
been sitting in front of his computer 
screen, pushing boulders. This has 
had no effect. How can he get the 
clam from the top crater, in Kobyash 
Naru? 

Two problems have come to the 
fore as currently baffling the most 
people, in this month’s mail. Firstly, 
Frankenstein. It seems the clue I gave 
a few months ago, was not enough to 
help a number of players trying to 
escape the clutches of the bear. So 
here it is again - in plain language! 
(Well, almost!) The forest is a small 
maze. Find the dead pine tree, and 
climb it. The bear will approach, and 
to escape him, you must jump off - 
but make sure you time your jump 
well! 

Second in the popularity stakes is 
the NET problem in Rigel’s Revenge. 
This has caused much hilarity and 
some argument as to whether the 
problem should have been included, 
and if so, who agreed to put it in, 
between Smart Egg’s Nigel Brooks 
and Said Hassan programmed the 
game. Look in the clues section for 
how to avoid the problem! 

Olav Bjoembakken cannot cross 
the chasm nor free the people from 
the laser cage in Masters Of The 
Universe. Nor could he pass from 


adventure to adventure in Imagina¬ 
tion. to get over the latter problem, 
read the cassette inlay carefully Olav! 
Or perhaps you haven’t got one....? 

Jens Meyer of Pinner, is ‘totally 
knackered’ after laying awake night 
after night, puzzling over to adven¬ 
tures. I’ve helped him with a couple 
of problems, but who can finally put 
him to sleep by melting the wax in 
Guild Of Thieves for him? 

Another non-sleeper verging on 
the suicidal, is Knightmare sufferer 
Lars Dybwad from Oslo. How can he 
open the door in Dungeon VI? 

One step on from suicide is Brad 
Fields, currently in a morgue. When 
he tires to leave through the door, the 
adventure, Waxworks , comes up with 
a message telling him he can’t do that 
just now. Any ideas, anyone? 

If you are suffering or can recom¬ 
mend a good pain-killer, write to me 
at The Valley, Commodore User, 
Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU, and I’ll get right 
back to you. 


ADVENTURE 

With thanks to Daniel Griffiths, 
Mountain Ash; Ray Smith, Milton 
Keynes; and Morgan Eves, Eccles- 
on-Sea. 

RIGEL’S EVENGE: 

Don’t get caught in the net — there’s 
no escape! 

FRANKENSTEIN: 

Cut the stoned wolfs throat. 

LEATHER GODDESSES OF PHOBOS: 
Wrap the baby robot in a blanket, put 
it in a basket, and leave the basket 
outside the orphanage. Enter after the 
matron has taken the baby. 

MASTERS OF THE UNIVERSE: 
Attack Mantanna with the sword, then 
examine the stalactite, for a timelink. 

DODGY GEEZERS: 

See Bullet Proof before leaving pris¬ 
on, and dial Ken for a hot tip. 

GUILD OF THIEVES: 

A pipe and a stopcock help with a 
drowning. 

KNIGHT ORC: 

Magically cool fire, and examine 
grate for extra vision. 

CAUSES OF CHAOS: 

Rope climbing from the telescope 
leads to the key. 

GLUES 



| 


■■ 
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CAMPBELLS 


m 

While I sit back and wait for some learned by our error that arcade 

controversial and outrageous com- players have to be told how to play, 

ments to come to mind, Campbell’s Sometimes I believe reviewers can 
Comment takes a month out, and make or break a game, but some 

gives YOU, the Valley readers, a seem to slag games to improve their 

chance to say what’s on YOUR mind, own image. I don’t believe you’re 

We kick off with a letter replying to | guilty of this, and I hope the market 
my question about what determines improves and something new and 

which adventures you buy.... § wonderful comes along in the adven- 

★ You asked readers to write in 4 turing field, to inject it with life, 
and tell you what makes us buy « Sadly it won’t be produced by us, 
adventure games. Well, I believe it’s j| although we would love to write 
the hype. I personally own only If another adventure. So if you know 
adventure games, my software cup- anyone looking for one, do pass our 
board is full of them. Of all the games name along the line, 
you have reviewed I have only purch- Ann Ufnowski 
ased Kayleth on the strength of your Tarann Software 
review. Don’t get me wrong—I think Bratton, Wiltshire. 
your reviews are of the highest stan- ' 

dard, but I prefer to buy games on my Campbell’s Comment: Just what 

own intuition. ? adventurers thought about arcade 

Sadly I think that the adventure PI players but never dared to say! But 
market for cassette owners is quite f good reviews didn’t seem to help 
limited. Recently the only cassette Kayleth... We must have another, 

adventure that I have really enjoyed so come on software houses, how 

is Rigel’s Revenge. about commissioning a decent 

Daniel Griffiths, adventure? 

Mountain Ash, Mid Glam. jj ★ Fm an 18 year old student at the 

S Western languages department of 
Campbell’s Comment: That’s all B Bosphorus University, and own a C- 
very well, Daniel, but did you re- 128 computer, 
gret buying some of the games Nearly all the games here are 
when you came to play them? And pirated. But people here buy them 

then wish you’d taken heed of and enjoy them, they are pretty 

reviews? And you’ll be pleased to cheap as well. Of course, I admit 

hear there’s more coming from that’s not fair, but bear in mind there 

Smart Egg. is no law preventing software piracy. 

★ What you said about sales of This problem causes headaches to 
Kayleth is true! Sad. We wrote a good me. First of all when you are buying 

game. We sat up nights with it and the game you know nothing about it. 

nursed it. So on the advice of our No handy information is given by the 

publisher, and with thoughts of game. It’s usually just a tape or a disk 

paying the mortgage and other irritat- containing the game. Secondly, some 
ing realities, we went into arcade games are not properly pirated (ex¬ 
games. cuse the term). Though I completed 

Captain America was our very first the first parts of both Castle Of Terror 
project. Stefan did all the graphics and Dracular , I couldn’t proceed to 
and coding, and we thought we’d the next parts, because they weren’t 
brought a touch of adventuring to on the tape, 
arcades by adding clues to the game- I buy both CU and C&VG every 

play. This turns out to be something month regularly, and read the adven- 
the average arcade player does not ture sections first. It’s a certain fact 
want! that no better articles exist in the 

We had this idea that it would be world about adventures, 
fun for them to discover how things Can Ozturk 
happened in the game, but the re- Istabul 
viewers were unhappy not being told 

exactly how to play. Almost like a set Campbell’ Comment: Hmm ... it’s 
of instructions in an adventure telling enough to give pirates a bad name! 
you exactly what to do with the j§ Best of luck with your adventure 
candlestick, wet tuna fish etc. So we 1 column. 





























AT LAST/ 

TAPE LOADING PROBLEMS 

NOW ELIMINATED 



• L.E.D. LIGHTS FOR ELECTRONIC TUNING 
PERMANENT ADJUSTING KNOB 


ACHIEVES 100% LOADING 
SUCCESS EVEN ON THE MOST 
OBSTINATE TAPES 


LOAD IT GIVES YOU: 

★ 100% LOADING SUCCESS 

★ PERMANENT HEAD ALIGNMENT ADJUSTMENT 

★ L.E.D. LIGHTS FOR EASY TUNING TO OPTIMUM SIG 

★ GUARANTEED FOR ONE YEAR 


ONLY 


£ 39.99 


INC 


L 


WITH 


★ APPROVED BY LEADING SOFTWARE HOUSES 


Please send_LOAD-IT/S 


ENQUIRIES TO: 

MILLS ASSOCIATES LTD 
WONASTOW ROAD 
MONMOUTH 
GWENT NPS 4YE 
TEL: 0600 4611 


NAME:_ 

ADDRESS:_ 

---POSTCODE: _ 

I enclose £-cheque inch P&P made payable to 

MILLS ASSOCIATES LTD or debit my ACCESS/VISA card 

Expiry date-No I I I I I I I I I I I I I I m 





























Poison Penn 

^ Being an avid reader of the 
magazine, it is with heartfelt 
sorrow that we see the passing of 
Mr Lacey onto pastures new, and 
good luck to him in his new post, 
but what is more pitiful is the 
vacant position being filled by 
Zzap 64 reject Gary Penn. The 
standards at CU are obviously 
beginning to slip! If you take a 
close look at G.P.’s contribution 
to CU, it is blatantly clear that he 
would not know a good game if it 
hit him between the eyes. Is there 
no pleasing the ‘boy’, or is it just 
part of his nature to grumble at 
the end of a review? Thank 
goodness there are still some 
good and adult minded reviewers 
(Ken McMahon/Keith Campbell) 
with the magazine. Please try to 
keep the reviews up to the pre 
G.P. days, and not let him reduce 
it to the childlike quality which he 
produced for Zzap. 

Instead of just reviews, how 
about an indepth look at some of 
the U.S. software houses that are 
trying to conquer the British 
market (Electronic Arts/ 
Microprose/SSI, etc), as tlfey 
seem to be producing far better 
software than US Gold/Ocean/ 
Elite etc. 

Well I’ve said my piece, and it 
is only fair to give you a chance to 
reply, so I shall read the future 
letters page with added fervour. 
Michael Hodgson 
Southampton 

Gary is not a Zzap reject, he left 
the magazine to launch Games 
Machine. His knowledge of and 
skill at computer games is 
second to none. Last month he 
was responsible for awarding 
our first Superstar of the year, is 
that griping? He also gave 
Platoon a Screen Star whilst 
pointing out why it didn’t do 
even better. If that’s grumbling 
expect more. CU’s standards 
have never been higher. (All 
right Gaz, you’ve made your 
point. MP.) 

Burn ’em 

^ Your magazine is fab. No 
other mag has the style or quality, 
and gives some freebies bi¬ 
monthly. All other mags should 
be burnt. 

You are so generous, you give 
away tapes, calendars, booklets 
but do not raise the price. 

About Out Run (or in your case 
Out Nut. 

1. Why haven’t USG given the girl 
blonde hair? 

2. Why haven’t USG given the car 
an engine (there can’t be with no 
noise) 



3. Why have USG put those lines 
there but not on other courses? (I 
crash because of them). 

4. They haven’t given the 
Commodore forks in the road (the 
speccy has less K and has forks). 

5. It is an alright racing game but 
to be a conversion of Out Run 
(Our Nut). . . Huh! I hope Road 
Blasters will be a better 
conversion than Out Run. It is not 
the best conversion. I’ll stick to 
Buggy Boy. 

From the Hangley boy 

Kincardinshire 

Scotland 

Questions we all asked 
ourselves. 

Aaarghh! 

^ Smash, Smash Smash! I am 
of course referring to the triple C 
(crucial, coin-op conversion) 
game — Rampage. 

I am glad you reviewed this 
game in your mag, and I am also 
glad Activision have converted 
this T.C. (totally crucial) arcade 
game. 

What a load of Cr^p! 

I am of course refering to that 
total rip off of the most original 
game ever. Future Concepts have 
actually got the nerve to release 
Ramparts. I mean it’s even got 
virtually the same name. The 
crew at Future Concepts should 
be ever so slightly massacred for 
their terrible injustice. No game 
could ever replace Rampage, no 
characters could ever be the same 
as George Gorilla, Ralph Wolf and 
Lizzie Lizard. 

My only complaint is that it 
hasn’t been converted to the Cl6 
or the Plus 4.1 had to go round to 
my 64 owning friend’s (he’s my 
best friend because he has a 64) 
to play it. When it was time for 
me to go I could hardly put the 
joystick down. 

Anyway back to the point, if 
they can convert Rampage to the 
Spectrum 48K why can’t they 
convert it to the Commodore Plus 
4 which also has a 48K memory? 
So come one Activision, give us 


people with Plus 4’s a break. Give 
us a really good game, I don’t 
care about the price! 

Steven Hern 

Why are you worried? 
Activision’s game was far better 
than Ramparts anyway. What’s 
really annoying to everyone is 
when a clone game is better 
than the original. 


Flares 


W Having just defected to the 
best computer mag I wish to 
answer Mr Scott Trenchard’s 
letter in November CU in which he 
said he hated compilations. I 
think compilations are trendy ’cos 

1 only just got a 64 and if it 
weren’t for compilations I would 
have had to go back to the 
Sovient Union to get away from 
the bank and the bailiffs because I 
couldn’t afford all the mega- 
fantastic brill games given CU 
Screen Stars in the past while I 
was using the XZ81. Keep up the 
good work at trendy CU (do you 
wear trendy flares?) 

Russell Vanley 

Nobody wears flares at CU, not 
even Nick Kelly whose girlfriend 
keeps trying to convince him 
they’re cool. Who’d take us 
seriously if we did? 

Elephantine 

^ Did you know that the 
gestation period of an elephant is 

2 years? And that one elephant 
year is approximately 8 human 
years. 

Therefore it must be assumed 
that when a baby elephant is born 
it is already old enough to drink, 
drive, shave, smoke, read The 
Times, ancfits voice is broken. 
Freddie Krueger 
Ballincullig, Eire 

P.S. It is also old enough to read 
ZZAP! but doesn’t buy it because 
it’s too expensive. 

P.P.S. In another two years it will 


be old enough to buy “Jack the 
Ripperwear trendy flares.” 

Two years after that and it’ll be 
as old as Eugene Lacey (that’s 
the same age as Linda Lusardi, 
funnily enough). 

Poster 

^ I’ve spotted all of you. There 
you are, behind th e Afterburner 
console. I suppose that’s the 
winner of the OURNUT compo 
inside the game. He’s bored to 
death because you could only find 
99p between you to play the game 
with. Oh well, not to worry, have 
a game or two of “Mutie 
Madness” in which “a mutie gets 
his head blown off. Oh, then you 
could have sex and go crazy as 
well. As you may have guessed, I 
just thought your poster was 
amazing! Thanks and praise to 
Jamie Hewlett and Philip Bond. 
Good work! 

I want to know who the bloke 
with antenna is! 

Okay, keep up the great mag 
and Mike, don’t be too much of a 
megalomaniac. Oh, and can I 
have the pattern for those 
wonderful socks Mrs Kelly? 

Thanks for the great read. 

Tom Blakeson 

You are correct. There we are 
ignoring Eugene Lacey. MP’s 
getting the cold shoulder from a 
girlie with pink hair, Nick Kelly 
is sporting a pair of popstar 
shades and Elaine Bishop is 
modelling a CU t-shirt. The guy 
with the antennae must be our 
beady-eyed publisher Terry. 
Jamie is currently writing GAS 
for us, so expect more weirdos !’ 

Calendar 

prediction 

^ Basically being an unoriginal 
sod I decided to rip off another of 
poor old Pattenden’s ideas. So 
here it is, the Software Calendar 














# Letters 


for 1990. 

January 

ZZap 500 ceases publication after 
its exorbitantly priced (thirty quid 
to you guv’) ‘Christmas Special’ 
sells three copies. 

February 

Commodore User changes its 
name to ‘Datel Monthly’ after the 
entire magazine is taken over by 
adverts for Eprom Burners. 
Rainbird release ‘Soft Pawn’ in its 
new holographic, ultra glossy, 
bullet proof, koala flavoured 
packaging only to find they 
haven’t yet written the game. A 
Rainbird spokesperson said ‘We 
were so pleased with the 
packaging we forgot about the 
game bit...’ 

March 

Ocean announce a TV tie-in based 
on the Test Card. The last 
Spectrum owner is tracked down 


to a Sinclair Distribution 
warehouse in the Antarctic but 
roarsoffat3m.p.h. onaC5. 
April 

Datel Monthly is sued by the 
Viewers and Listeners association 
after Tommy’s Tips is mangled by 
the typesetters and emerges as 
Tommy’s Tits. Andy Braybrook is 
beheaded by a mob of 14 year 
olds after his twenty thousand 
line program (published by Datel 
Monthly) ‘Infinite Everything on 
absolutely everything’ turns out 
to be an April Fool joke. 

May 

Finding itself with a circulation of 
zero Crash consults Popular 


Computing Weekly on how to 
cope. Eugene Lacey is found 
playing Sam Fox Strip Poker 
under the blankets and is instantly 
sacked (again). 

June 

The Games Machine goes back to 
being a bi-monthly but no-one 
notices. Computer and Video 
Games wins the BPI award for 
best music magazine. 

July 

Crash does just that and a 
mysterious blaze sweeps through 
all the Star Trek development 
disks. A Firebird spokesperson 
said she is “deeply relieved’. 

Mark Cale gets to drive his Ferrari 
for the first time in five years. 
August 

Mark Cale wraps his Ferrari 
around a mounted policeman. 
Gary Penn’s hair collapses and 
kills nine people at a dinner for 



Well a dinner for Software Houses 
anyway. Ocean release TV Test 
Card to rave reviews from dead 
people. 

September 

The balcony at the PCW show 
finally collapses, landing on the 
business computing section, 
which is of course, completely 
empty. 

October 

CRL achieve the ambition of a 
lifetime and have their latest 
graphic adventure Skip The 
Puppy Gets Minced completely 
banned, thereby ensuring 
massive sales in the US and 
Australia. 

November 

Firebird release Stir Trock and 
Parkhurst release Mike Pattenden 
after charges of ‘excessive cruelty 
to dogs’ are dropped. Mark Cale 
is given a sparkler on the fifth and 
incinerates Yorkshire. Graftgold 
sue Firebird who are currently 
counter-sueing Hewson who are 
considering taking legal 
proceedings against Elite who are 
currently sueing Gremlin. Ocean 
bring out a game on copyright 
and are sued. US Gold sue 
themselves accidentally. 
December 

Datel Monthly goes bust after a 
Micro Live Report reveals that 
things like disk notchers, kernal 
boards and corn-drum duplikator 
editor deep scanning burst 
nibblers do not in fact exist but 
were made up by Datel’s silly 
names department. Computer 
and Video Games wins the 
Holywood Video award for best 
Film Magazine. 

P.S. The Hunters Moon review 
page looked bloody good, 
congrats to whoever did it, now 
THAT’S the way. 

Simon Kavanagh 
London E9 

The Bishop thanks you for your 
praise. You show great foresight 
grasshopper. Just remember 
though that in the Land of Dogs 
the one-legged man has a hard 
life. 














PBM AVALOIM 


The chronicles of the Knights of the Avalon', is a new 
100 player computer moderated Fantasy Play By Mail 
game from JADE Games. Startup is FREE, with further 
turns costing 80p players outside of the UK £ 1.00. The 
game features, 1000s of player armies and fleets con¬ 
stantly involved in conquest, a playing area of 
1,250,000 sq miles with over 100,000 locations. A 
highly developed class system or squires, knights, lords 
etc fighting to become emperor. An economic trade 
system with 1000 r trade items, merchant and political 
banks, stock markets and trade treaties. Religions based 
on a planet wide network of temples and monasteries. 
Players having the choice of accepting one of the 
twenty existing gods or creating their own god and 
religion. A hierarchy of gods capable of direct interac¬ 
tion with players. Alliances of trade, religion, politics 
and military might. + MUCH MUCH MORE, games 
limited only by the players imagination. 


For a FREE startup write to: 
JADE Games, FREEPOST, Southsea, 
Hants, P04 0BR 
(no stamp required) 



UNBEATABLE 
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DISC PRICES 

Life-time guaranteed, double sided, double density 
bulk wrapped discs 


31£"135TPI 5V 4 " 96TPI 

Quantity Price Quantity Price 

10 .£9.95 10 .£3.50 

20 .£18.95 20 .£6.50 

50 .£45.00 50 .£15.50 

105 .£90.00 105 .£31.00 


30% OFF R.R.P. of all Atari ST Software 

Hardware & Peripherals ring for prices 


Price includes VAT & label sets 
Post & Packing £1.25 for orders under £50 
Post & Packing free for orders over £50 

Send cheque or POs to: 

CESTRIAN SOFTWARE 

2 Waterloo Road, Off Liverpool Road, Chester CH2 2AL 
Phone 24hr 0244 371952 


35 LONDON ROAD, TOOTING, 
LONDON SW17 9JR 



Advanced Construction Set. 

..18.95 

Ball Raider. 

...9.95 

Balance of Power. 

..24.95 

Backlash. 

..14.95 

Backgammon. 

...9.95 

Crazy Cars. 

..17.95 

Dark Castle. 

..18.95 

Defender of the Crown. 

..21.95 

Deja Vu. 

..18.00 

Eagles Nest. 

..15.50 

Feud. 

...6.95 

Flight Sim II. 

..34.95 

Garacen. 

..18.95 

Goldrunner... 

..18.95 

Golden Path. 

..15.95 

Grid Start. 

...6.95 

Guild of Thieves. 

..18.95 

Impact. 

..11.50 


01-685 9849 


AMIGA 

NEWRELEASES 

Insanity Flight.18.95 

Jigsaw Mania.6.95 

Jinxter.18.95 

King of Chicago.24.95 

Kickstart II.6.95 

Kings Quest Pack.19.95 

Quazimodo.6.95 

Little Computer People.28.00 

Leaderboard Golf.17.95 

Mercenary.18.95 

Ogre.18.95 

Road wars.15.50 

Scenery Disks VII & XI... 18.95each 

Starglider.16.95 

Space Quest.18.95 

Shadowgate.18.00 

Terramex.15.50 

Winter Olympiad.14.95 

Xenon.15.50 


PLEASE MAKE ALL CHEQUES 
PAYABLE TO T/MESOFII 

IF YOU DO NOT SEE WHAT YOU REQUIRE PLEASE 
PHONE FOR A LOW PRICE. 

PHONE FOR LOW PHICES ON AMIGA A500 
COMMODORE 64 COMPENDIUM PACK £75 


1496 ) 


GLINTLAND - AMIGA SOFTWARE 


ALIEN STRIKE 
BARBARIAN 
WORDPERFECT 
GUILD OF THIEVES 
DEMOLITION 
HUNT FOR RED OCT 
HITCHHIKERS 
CHALLENGER 
STATIONFALL 
PLUNDERED HEARTS 15.95 
SUPERHUEY 
TERROPODS 
UNINVITED 
NINJA MISSION 
SPACE RANGER 
STARGLIDER 


£ 


£ 

10.50 

WORLD GAMES 

16.95 

15.95 

PHALLANX 

6.99 

195.99 

FEUD 

6.95 

15.95 

MOEBUS 

16.95 

6.99 

CRAZY CARS 

16.95 

16.95 

SWOOPER 

14.95 

15.95 

GOLDRUNNER 

16.95 

6.99 

SILENT SERVICE 

16.95 

15.95 

GRANDSLAM TENNIS 

16.95 

15.95 

LEISURE SUIT LARRY 


13.95 

& THE LOUNGE 


16.95 

SUIT LIZARD 

14.95 

21.50 

BALANCE OF POWER 

20.50 

6.95 

INSANITY FLIGHT 

16.95 

6.95 

DARK CASTLE 

16.95 

16.95 

SUPERBASE 

65.00 


Full price list on request 
Cheques with orders to 

Glintland Ltd, 

Bell Barns, 

3 Baldock Road, 
Buntingford, Herts. 
Telephone 0763-73208 
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AMIGA 

SOFTWARE 

SPECIALIST 


Unit 1, 

Willoi 

GAMES 

RRP 

FIREPOWER 

24.95 

GNOME RANGER* 

14.95 

GIZMOSS* 

49.95 

GUNSHIP II* 

24.95 

GUILD OF THIEVES 

24.99 

GOLDRUNNER 

24.95 

GRIDSTART 

14.95 

GAUNTLET* 

24.99 

HACKER 

24.99 

HACKER II 

24.99 

HOLLYWOOD POKER 

19.95 

HOLYWOOD HUINK 

29.99 

HITCH HIKER 

29.99 

INSANITY FIGHT 

24.95 

IMPACT 

14.95 

INDOOR SPORTS 

19.50 

INFIDEL 

29.99 

JINXTER 

24.99 

JEWEL OF DARKNESS 

19.95 

JUMP JET* 

9.95 

JIGSAW MANIA* 

9.97 

KWASIMODO 

9.75 

KAMPFGRUPPE 

29.99 

KARATE 

19.95 

KARATE KID II 

24.95 

KINGS QUEST PK 

24.99 

KARTIN GRAND PRIX 

9.95 

KNIGHT ORC 

24.95 

KINGS QUEST III 

29.99 

LITTLE COM PEOPLE 

34.99 

LEADERBOARD 

24.95 

LEISURE SUIT LARRY 

24.99 

LEATHER GOODESS PHOBOS 

29.95 

MECH BRIGADE* 

29.99 

MINDSHADOW 

24.99 

MIND FOREVER 

34.99 

MOEBIUS 

21.70 

MOON MIST 

29.95 

MARBLE MADNESS 

29.95 

MOUSETRAP 

14.95 

MEAN 18 

29.99 

NINJA MISSION 

9.99 

OTTELLO 

9.95 

ORGE 

24.99 

ONE ON ONE 

29.95 

PROMISE 

49.95 

POOL 

9.99 

PAC-LAND 

19.95 

PUB CRAWL* 

9.99 

PORTAL 

34.99 

PLUTOS 

14.95 

PLANETFALL 

29.99 

PHANTASIE 

24.99 

PAWN 

24.95 

ROADWARS* 

19.95 


Farm, Spout Lane North, Stanwell Moor, Staines, Middx 1W19 6BW 

All titles marked* will be . '' 


OUR 

PRICE 

18.50 

ROADWAR 2000 

RRP 

24.99 

OUR 

PRICE 

18.50 

11.50 

RED OCTOBER 

21.69 

16.50 

32.50 

ROCKY 

9.95 

7.50 

18.50 

SKYFOX 

14.95 

11.50 

18.50 

SKYFIGHTER 

14.95 

11.50 

18.50 

SILICON DREAMS 

19.95 

15.50 

9.95 

SILENT SERVICE 

24.95 

18.50 

18.50 

STAR GLIDER 

25.95 

18.50 

12.00 

STARCROSS 

29.99 

12.00 

12.00 

STATIONFALL 

29.99 

12.00 

15.50 

SORCERER 

29.99 

12.00 

21.50 

SUSPECT 

29.99 

12.00 

21.50 

SUPER HUEY 

19.99 

15.50 

18.50 

SUSPENDED 

29.99 

12.00 

9.75 

SKYFIGHTER* 

14.95 

11.50 

15.50 

STREET SPORTS BASEBALL* 

24.95 

18.50 

12.00 

SOLID GOLD 

9.99 

7.50 

18.50 

SPACERANGER 

9.99 

7.50 

15.50 

SPELLBREAKER 

29.99 

12.00 

7.50 

SPACE BATTLE 

9.99 

7.50 

7.50 

SPACE QUEST 

29.99 

21.50 

7.50 

STRIP POKER 

19.95 

15.50 

21.50 

SWOOPER 

19.95 

15.50 

15.50 

STRATEGIC DEFINIT 

29.95 

21.50 

18.50 

SURGEON 

49.95 

32.50 

18.50 

SEASTALKER 

29.95 

12.00 

7.50 

SEASONS & HOLIDAYS* 

9.95 

7.50 

18.50 

SHANGHAI 

24.99 

18.50 

21.50 

SINBAD 

39.95 

24.75 

12.00 

SINBAD & THRONE OF FALCON 

29.95 

21.50 

18.50 

TIME & MAGIK 

19.95 

15.50 

18.50 

TRINITY 

34.99 

12.00 

21.50 

TERROR PODS 

24.95 

18.50 

21.50 

TEMPLE OF APSHAI* 

24.99 

18.50 

12.00 

TASS TIMES 

24.99 

12.00 

12.00 

TESTDRIVE 

24.95 

18.50 

16.75 

THAT BOXING 

9.95 

7.50 

21.50 

UNINVITED 

29.95 

21.50 

21.50 

ULTIMA 4* 

24.99 

18.50 

11.50 

ULTIMA 3 

24.99 

18.50 

21.50 

UNIVERSAL MIL SIM* 

24.95 

18.50 

7.50 

VADER* 

9.95 

7.50 

7.50 

WINTER GAMES 

24.99 

10.50 

18.50 

WINTER OLYMPIAD 88 

19.95 

15.50 

21.50 

WISHBRINGER 

29.99 

12.00 

32.50 

WORLD GAMES* 

24.99 

18.50 

7.50 

WITNESS 

29.99 

12.00 

15.50 

WIZARDS CROWN* 

29.99 

21.50 

7.50 

WANTED WESTERN GAMES* 

19.99 

15.50 

12.00 

WORLD DARTS 

9.99 

7.50 

11.50 

ZORKI 

29.99 

12.00 

12.00 

ZORKII 

29.99 

12.00 

18.50 

ZORKIII 

29.99 

12.00 

18.50 

15.50 

UTILITIES 

AC BASIC 

195.00 

132.50 


AUDIO MASTER 46.00 

ANALYZE 2 149 95 

AQUISITION 1.3 249.00 

ANIMATOR/IMAGES 103.50 

ASSEMBLER 69.95 

AC FORTRAN 295.00 

B B S PC 99 95 

BUTCHER 29.95 

CITY DESK 114 95 

CLIMATE 39.95 

DRAW PLUS 184.00 

DIGA 57.50 

DIGIVIEW ADPT 22.95 

DIGIVIEW 2.0 185.00 

DIGIPAINT 59 95 

DELUXE PAINT II 69.95 

DELUXE PRINT* 24.95 

DELUXE MUSIC CON SET* 69.95 

FUTURE SOUND 175.00 

FLIPSIDE 29.95 

GOLDSPELL 39.95 

HOT & COOL JAZZ 9.95 

HAI CALC 59.95 

INSTANT MUSIC 29.95 

LASERSCRIPT DRIVER 39.95 

LISP 149.95 

LATTICE CVER 4.0 172.50 

MODULAR 2 (DEVELOPER) 149.95 

MAXI PLAN A500 99.95 

MAXIPLAN PLUS 149.95 

MUSIC STUDIOS 34.99 

MI-AMIGA FILE 99.95 

M C C PASCAL 89.95 

MODULAR 2 (STD) 99.95 

MICRO APL 99 95 

MARAURDER 2 39.95 

ORGANISE 99.95 

PUBLISHER 1000 199.95 

PUBLISHER PLUS 99.95 

ROCK N ROLL 9.95 

SONIX 57 50 

SEGA ASSEMBLER 49.95 

SOFTWOOD FILE 2 99.95 

SHELL 49.95 

SRIBBLE2 99.95 

SOFTWOOD WRITE 99.95 

TOOLKIT 39.95 

T.V. TEXT 99 95 

TEXTCRAFT 56 35 

VIP PROFESSIONAL 228.25 

VIDEO TITLER 71.30 

VISAWRITE 99 95 

VIDEOSCAPE 3D 143.75 

WORD PERFECT 228.85 

THE WORDS (INCLD SCRIBBLE 2. 


OUR 



OUR 

PRICE 


RRP 

PRICE 

32.00 

ANALYSE 2, ORGANISE) 

149.95 

105.00 

102.50 

XCAD 

460.00 

325.00 

185.00 

ZUMA FONTS 1,2, & 3. 

34.95 

24.75 

75.50 

BLANK DISCS (10 INCLD BOX) 

1 27.75 

12.50 

49.50 

AUTO JEWEL 

24.99 

18.50 

202.50 

ALIEN STRIKE 

19.95 

15.00 

65.00 

ADV CON SET 

29.95 

21.50 

21.50 

ARTS PARTS 1 

9.95 

7.50 

85.00 

ARTS PARTS 11 

9.95 

7.50 

29.50 

ARTIC FOX 

29.95 

21.50 

135.00 

ARAZOKSTOMB 

28.95 

20.50 

42.50 

ARENA/BRATTACUS 

34.95 

24.75 

18.50 

ARCHON 

29.95 

21.50 

142.50 

ARCHON II 

29.95 

21.50 

42.50 

AMIGA FILE 

39.95 

26.50 

48.50 

ALTERNATE REALITY* 

24.95 

18.50 

18.50 

BRAINSTORM 

9.95 

7.50 

48.50 

BONE CRUINCHER 

14.95 

11.50 

155.00 

BATTLE THRU TIME* 

9.95 

7.50 

21.50 

B.M.X.* 

9.95 

7.50 

29.50 

BALL RAIDER 

19.95 

15.50 

7.50 

BACKLASH 

19.95 

15.50 

42.50 

BALLYHOO 

29.99 

21.50 

21.50 

BALANCE OF POWER 

39.95 

26.50 

29.50 

BARBARIANS 

24.95 

18.50 

95.50 

BEREAUCRACY 

34.99 

24.75 

122.50 

BORROWED TIME 

24.99 

12.00 

110.50 

BASEBALL 

24.99 

18.50 

72.50 

BARDSTALE 

24.95 

18.50 

102.50 

CHAMPION BACKGAMMON 

9.95 

7.50 

24.75 

CALIFORNIA GAMES* 

24.99 

18.50 

65.00 

CHESSMASTER 

24.95 

18.50 

62.50 

CHAMPIONSHIP GOLF 

34.99 

24.75 

69.50 

CHALLENGER 

9.95 

7.50 

72.50 

CUTTHROATS 

29.99 

12.00 

29.50 

CRUNCHER FACTORY 

9.95 

7.50 

72.50 

7 CITIES OF GOLD 

29.95 

21.50 

120.00 

DEEP SPACE 

29.99 

21.50 

72.50 

DEADLINE 

29.99 

12.00 

7.50 

DR FRUIT 

9.95 

7.50 

39.50 

DEMOLITION 

9.95 

7.50 

34.50 

DEJAVU* 

29.95 

21.50 

72.50 

DIABLO 

19.95 

15.50 

34.50 

DEFENDER OF CROWN 

29.95 

21.50 

72.50 

EAGLES NEST** 

19.95 

15.50 

72.50 

EXTENSOR 

19.95 

15.50 

29.50 

ENCHANTER 

29.99 

12.00 

72.50 

EARL WEAVER BASEBALL* 

24.99 

18.50 

39.50 

FIGHTER COMMAND 

29.99 

21.50 

165.00 

FAERY TALE ADV 

49.99 

32.50 

50.50 

FEUD 

9.99 

7.50 

72.50 

FLIGHT SIM 

49.95 

34.50 

110.00 

FINAL TRIP 

9.95 

7.50 

175.00 

FOOTBALL GFL* 

24.99 

18.50 

FLIGHT SIM II 

13) 682988. 
rid send to: 

Middx. TW19 6BW. 1 

49.95 

32.50 

ilL 



W LDWI DE 


SOFT WA RE 



C64/128 CASS 


Adv Art Studio.19.95 

Afterburner.7.25 

Airborne Ranger.11.20 

Alt World Games.7.25 

Apollo 18. 7.99 

Art Studio.11.20 

Azimuth Alignment.6.55 

Bad Cat.7.25 

Bangkok Knights.7.25 

Basket Master.6.55 

Bedlam.7.25 

Blood Valley.7.25 

Brave Starr.7.25 

Bubble Ghost. 7.25 

Buggy Boy.7.25 

B24.11.20 

California Games.7.25 


C64/128 CASS 

ChYgrs Fit Trnr. 

Champonix Chall. 

Charlie Chaplin. 

Compendium. 

Cosmic Causeway. 

Dan Dare II. 

De Lux Scrabble. 

Defender Of Crown. 

Diplomacy. 

Driller. 

Elite Collection. 

Elite 6 pk Void. 

Elite. 

Epyx Epics. 

Flight Sim 2. 

Flying Shark.. 

Football Director. 

Freddy Hardest. 


... 7.99 
.... 7.25 
.... 7.25 
.... 7.25 
.... 7.25 
.... 7.25 
. 10.45 
... 9.75 
.... 9.75 
.. 11.20 
.. 11.20 
.... 7.25 
.. 11.20 
.... 7.25 
. 28.95 
.... 6.55 
.... 6.55 
... 6.55 


C64/128 CASS 

Ftbl Mngrll. 

G/Lineker S.Soccer. 

Galactic Games. 

Game Set Match. 

Garfield. 

Gauntlet II. 

Gnome Ranger. 

Gryzor. 

Gunship. 

Hunters Moon. 

Imposs. Miss II. 

Indiana Jones. 

Int Karate +. 

Jet Boys. 

Judge Death. 

Knight Games II. 

Knight Ore. 

Last Ninja. 



.7.25 Live Ammo 

.7.25 Madballs. 

.7.25 Magnetron. 

.9.75 Magnificent 7 . 

.7.25 Match Day II. 

.7.25 Mini Office II. 

.7.25 Morpheus. 

.7.25 N Mansell GPrix.... 

... 11.20 Northstar. 

.7.25 Not a Penny More.. 

.7.25 Octapolis. 

.7.25 Outrun. 

.7.25 Pac Land. 

.7.99 PHM Pegasus. 

...7.25 Pirates. 

...7.25 Platoon. 

..11.20 Predator. 

... 7.25 Psycho Soldier. 


C64/128 CASS 


C64/128 CASS 

.... 7.25 Rampage. 

.6.55 Rastan. 

. ..6.55 Red October. 

.... 7.25 Rim Runner. 

. ..6.55 Road Warrior. 

..12.75 Road wars. 

.6.55 Rolling Thunder. 

.7.99 Roy of Rovers. 

.... 7.25 Rygar. 

.. 11.20 Salamander.. 

.... 7.25 Scruples. 

.... 7.25 September. 

. ..7.25 Shoot Const Set. 

...7.99 Sidearms. 

..11.20 Skate or Die. 

....7.25 Solid Gold. 

.... 7.25 Solo Flight. 

.6.55 Space Ace. 


.... 7.25 
.... 6.55 
.. 11.20 
.... 7.25 
.... 7.25 
.... 7.25 
.... 7.25 
... 7.25 
.... 7.25 
... 6.55 
.... 9.75 
.... 7.25 
.. 11.20 
... 7.25 
.... 7.99 
.... 7.25 
7.25 
.... 6.55 


C64/128 CASS 

Star Wars. 

Stealth Fighter. 

Street Baseball. 

Street Basketball. 

Super Hang On. 

Test Drive. 

Tetris.. 

Thundercats. 

Tour de Force. 

Victory Road. 

Western Games. 

Winter Olymp 88. 

Wizard Warz. 

Wld Class Ldbrd. 

World Toum Gif. 

4th & inches. 

500cc Grand Prix. 

720 degrees. 


. 11.20 
... 7.25 
.... 7.25 
... 7.25 
... 7.99 
... 7.25 
... 7.25 
... 7.25 
... 6.55 
... 7.25 
... 7.25 
... 7.25 
... 7.25 
... 7.99 
7.25 
... 7.25 
... 7.25 


********************* 

Oft* J£ 25| '"’ l ' ) 

tt**tt***+*tt**M*+1rk*++*\ 


AMIGA 

Arena/Bratacus. 

Balance of Power. 

Barbarian (Psyg). 

California Games. 

Carrier Command. 

Dark Castle. 

Defender of Crown. 

DejaVu. 

Dick Special. 

Ego. 

Faery Tale. 

Fire Power. 

Flight Sim II. 

Footbll Mngr2. 

Garrison. 

Gnome Ranger. 

Goldrunner. 

Gunship. 

Gridstart. 

Guild of Thieves. 

Hlywood Str Poker. 

Insanity Fight. 

Jinxter. 

10DS/DD3.5”Disk. 



... 12.95 

22.95 

... 18.95 
... 18.95 
.. 14.95 
. 18.95 
. 22.95 
. 22.95 
.. 18.95 
. 14.95 
.. 37.95 
.. 18.95 
. 37.95 

14.95 
. 17.95 
.. 11.20 
.. 18.95 
. 18.95 
.... 7.25 

18.95 
.. 14.95 

18.95 
.. 18.95 


C64/128 DISK 

Adv Art Studio. 

Airborne Ranger. 

Atl Reality 11. 

Afterburner. 

Apollo 18. 

Autoduel. 

Bangkok Knights. 

Bards Tale II. 

Bards Tale. 

Battlcruiser. 

Brian ClahFtbll. 

Broadsides. 

Bubble Ghost. 

B24. 

California Games. 

Carrier Force. 

Carriers at War. 

ChYgrs Fit Trnr. 

Colonial Conq. 

Crusade in Europe. 

Defender of Crown. 

10DS/DD 3.5" DISK. 


... 19.95 
... 14.95 
.. 14.95 
... 11.20 
. 12.95 
.. 14.95 
. 11.20 
.. 14.95 
. 12.95 

24.95 

13.50 

.. 19.95 
.. 11.20 

14.95 
.. 11.20 
.. 24.95 
.. 24.95 
.. 14.95 
.. 19.95 
.. 14.95 

11.20 
.... 9.95 


C64/128 DISK 


Destroyer.11.20 

Elite Collection.14.95 

Elite 6 Pk Vol II.11.20 

Elite.13.95 

EOS.14.95 

Epyx Epics.11.20 

Europe Ablaze.24.95 

Fighter Command.24.95 

Flight Sim II.33.95 

F15StrkEagle.11.20 

G Gooch Star Crkt.9.75 

Game Set Match.13.50 

Gauntlet II.9.00 

Gnome Ranger.7.25 

Guild of Thieves.14.95 

Gunship.14.95 

Hell Cat Ace.11.20 

Hitchikers Guide.19.95 

Holywood Hi Jinx.19.95 

Holywood Str Poker.7.25 

Imposs Miss 11.11.20 


C64/128 DISK 

Int Karate +. 

Jet. 

.11.20 

38.95 

C64/128 DISK 

Predator. 

Red October... 

Shoot Const Set. 

Jwls of Darkness. 

.11.20 

Kampfgruppe. 

Kennedy Approach. 

.24.95 

11.20 

Silent Service.. 

Skate or Die. 

Stationfall. 

Knight Games II. 

.9.75 

Knight Ore. 

Last Ninja. 

.11.20 

.. 11.20 

Stealth Fighter.. 

Street Basketball. 

Subbattle Sim... 

Leather Goddess. 

.19.95 

Live Ammo.!. 

.11.20 

Super Hang On. 

Test Drive.. J. . 

The Pawn... 

Tomahawk... 

Trivial Pursuits. 

Ultima l/IV/V. 

USAAF. i . 

Wargame Const Set. 

War Game Greats. 

Wld Tourn Golf. 

10x5v 4"DS Disks. 

Oceanic D/Drive.1 

Mech Brigade. 

Mini Office II. 

Moonmist. 

.24.95 

.14.95 

19.95 

Norway 1985 . 

.19.95 

.9.00 

.19.95 

.11.20 

.14.95 

.12.95 

.14.95 

.... 11.20 

Out Run. 

Panzer Grenadier. 

Pass in the Wind. 

Phantasie I/ll. 

PHM Pegasus. 

Pirates. 

Platoon. 


AMIGA 

11.20 Karate Kid 2.18.95 

14.95 King of Chicago.22.95 

14.95 Kings Quest 3 Pck.18.95 

11.20 Knight Ore.14.95 

12.95 Leaderboard Gif.18.95 

19.95 Leisuresuit Larry.14.95 

14.95 Leviathan.14.95 

11.20 Obliterator.18.95 

11.20 Pac Land.14.95 

11.20 Police Quest.18.95 

12.95 Q Ball.14.95 

14.95 Red October. 18.95 

11.20 SDI.22.95 

14.95 Silent Service.18.95 

14.95 Sinbad.22.95 

24.95 Strip Poker 2. 7.25 

14.95 Swooper.9.95 

14.95 Tass Times.12.95 

10.50 Terrapods.18.95 

.7.99 Test Drive.19.95 

149.95 Western Games.14.95 

Lock Disk Box (40).8.95 

Cheetah 12 set J/stk.6.95 


Please make cheques and postal orders payable to WORLDWIDE SOFTWARE, Postage and packing is FREE in U K 
Overseas orders please add £1.00 per cass/disk for AIR MAIL delivery 

« B .. e . . „ . WORLDWIDE SOFTWARE 

1 Bridge Street, Galashiels TD1 1SW. TEL: 0896 57004 - Credit Card Orders accepted by phone or by mail 
__ All items subject to availability E & OE 
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By GARY PEN 


The Jungle 

Use this map to find your way 
through the jungle to the bridge 
— not forgetting to pick up the 
explosives (marked ‘E’) on the 
way. Should you decide to leave 
the explosives you’ll get roasted 
by a flame-thrower-wielding 
guerilla when you try to cross the 
bridge. 

A well-placed grenade 
disposes of any snipers, but it’s 
best to jump the bullet and/or the 
sniper. 

Shoot the guerillas as they 
appear on screen. Don’t let them 
get anywhere near you. 

The Village 

Ignore the first three huts, but 
get the map from the fourth — 
watch out for the guerilla inside. 
Shoot the sonofabitch. Go to the 


far left (sixth) hut and get the 













































































































E . Two highly helpful maps plus tips for all 

I six sections. . . what more could you ask 
* for? OK, pokes would be useful. Maybe 
next month, eh? 


trapdoor in the fifth hut (the one 
to the right) and stand on it to 
enter the next section. 

The Tunnel Network 

You may find it considerably 
easier to refer to this map rather 
than use the portion shown next 
to the playing area. The essential 
rooms you need to visit are: 1,4, 
10, and then 9 to escape. Room 1 
contains some flares (along with 
an armed guerilla — so let ’im 


The Jungle 

The best route seems to be go 
left, right, left, right, left, right, 
left, right, right, left, right, left, 
right, and left. The most useful 
tip to bear in mind is that you can 
usually run Into’ the screen 
before the guerillas get a chance 
to appear—in fact you need to if 
you’re going to get out in time. 
Keep firing — you’ll run out of 
time before you run out of 
bullets. 


have it), room 4 houses the 
compass, while a second lot of 
flares can be found in room 10 
[put them on? Ed\, and the clear 
exit is in 9. Don’t hang around in 
the same spot for too long — 
otherwise a knife-wielding soldier 
will appear. 

The Bunker 

There’s not a lot to say other than 
the tips in the manual are helpful 
s enough. 


The Final Section 

Keep moving. Barnes homes in 
on your position. Move in close 
and when you find a spot where 
the grenades hit home (don’t 
forget to collect the box before 
you attempt to do anything else), 
simply move left and right to 
avoid the spray of bullets and 
keep lobbing. If you’re cool 
enough you'll get to see the 
congratulatory picture (above 
right) and message... 





























































TECHNICAL DEVELOPMENTS 


DISECTION Hi 

• High quality 5.25/3.5 disks at amazing 

prices 

• All disks 100% tested & error free 

• No quibble replacement guarantee 

• Labels, write project tabs & sleeves 
included 

• Special offer buy 25 disks or more and get 
a 100 size disk box at an amazing price. 
See below for more details 

• Quite simply the best deal on disks 
available. Provide_proof if it is’nt! 

• Prices include VAT & postage. NO 
HIDDEN EXTRAS! (UK ONLY) 

• European orders add 10% to total cost of 
disks to cover postage, outside Europe 


COMPETITION PRO 5000 

• Arcade quality joystick 


PERSONALISED STARTUP 
MESSAGE 

• Replace the CBM 64/128 startup screen 


Super sensitive micro-switches 
Dual fire buttons 

One of the most robust joysticks available 
RATED 97% in ZZAP 64. Convinced! 

A highly rated joystick. Get yours while tl 


20 % 

• For specific disk quantity prices (i.e. 73 
disks) please write or phone for a quote 
(Include SAE) 

BLANK 5.25 disks 

QUANTITY 10 25 50 100 500 

DS/DD 96 tpi £6 £13 £21 £37 £180 

with disk box £13 £20 £27 £42 2free 

BLANK 3.5 disks (Amiga/ST etc disks) 
QUANTITY 10 25 50 100 500 

DS/DD tpi 135 £11 £25 £48 £95 £430 

with disk box £18 £32 £54 £100 2free 


message, background, border & character 
colour with your own! 

Appears every time 64/128 is powered up 
ana can be switched out! 

Fitted in minutes - no soldering usually 
required. 


price is right 


Normally £14.95 


Available for 64/128 (64 mode) 

Comes complete with 4 way kernal board 
Specify 64 or 128, character, border & 
background colour & your message up to 


AUTOFIRE EXTENDER 

• Gives autofire at the flick of a switch 

• Deluxe version includes variable autofire 
speed & burst fire option 

• All normal joystick functions fully retained 

• Fits all Joysticks 

• Fitted with 3 metre joystick cable 

• Simply plugs into joystick remaining end 
plugs into computer joystick port 

• Works on 64/128/MSX/Atari VCS & 8 
bit/Atari ST/Spectrum/Amiga/Amstrad etc; 

V Normal version Only £5.99 J 

• Dolinro Vortifin Onlv f?A QQ 1 


31 letters 


UNSTOPPABLE RESET 
CARTRIDGE 

• Resets EVERY 64 game available 

• Fits into cartridge port 

• No soldering required! 

• Add pokes, cheats etc from 64 mags 

V Only £4.99 


BARGAIN BOX 

(watch this each month!) 

• Disk Notcher (use 2 disk sides) 

• 4 Way Kemal Board 

• Tape head cleaning cassette 

• Tape head cleaner/demagnetiser 

• Quickshot II Autofire Joystick 

• CBM 64/128 type datasette 

• 25 Blank hi-quality C15 tapes 

• Tape rack. Holds 96 cassettes 

• 2 way aerial splitters 

• 3 metre j/stick extension lead 

• Mains operated tape head 
demagnetiser (vastly increases hi 
frequency of datasette makes 
loading reliable 


DISK BOXES 

• Attractive smoked perspex disk b 

• Each box holds 100 disks (60 if v 

• Removable rigid index separators 

• Available for 3, 3.5 or 5.z5 disks 

• Lockable with 2 keys supplied 

• Extremely robust & anti static 

V Only £8.99 


TAPE/TAPE BACKUP 
BOARDS 

• The ultimate tape duplicator 


No software needed! 

Requires access to two CBM type 


HOW TO ORDER. 

BY POST. 

All prices include VAT & FREE POSTAGE 
(UK ONLY) 

Next day delivery add £3 extra to total order 
Payment: - by Cash, Cheques/POs made 
payable to: - TECHNICAL DEVELOPMENTS 

OVERSEAS ORDERING . 

PAYMENT:- Bank draft or in pounds sterling 
only 

Europe £2.00 

Outside Europe £3.00 

Express delivery £2.00 

+ Postage Charge 


Datasettes 
100% succesfull 
Very easy to use 

Backs up EVERY tape game as i 
Best product of it's type available 

► Only £8.99 


3.5" disk cleaning kits 


NEOS/MOUSE CONVERSION 

• No need to unplug the mouse if keyboard 


needed, (i.e. load a gragram without 
unplugging the mouse!) 

Saves wear’n tear on joystick port 


FOUR WAY TRAILING 
SOCKETS 

• Takes up to 4 plugs 


• The converted mouse 
on or off! 

• Comes complete with 
(2 inputs to one port) 

• A must for any mouse 

• Send mouse to us by 

DELIVERY . 

Mouse conversion ... 


can either be turned 


2 way joystick splitter 
users! 

RECORDED 


Mains indicator light & fused 
Fitted with 3 metre cable & sleeved 
13 amp plug for added safety 
Keeps all those plugs neat’n tidy 
If longer cable is required add 75p ] 
metre & state how many metres the 
will be . 

► Only £8.99 


We are always on the lookout for Hardware/Software utilities, contact us now if you think your development is good enough to be marketed. 
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PSYCHO SOLDIER 

(Imagine) 

Type in this short listing, RUN it, then follow 
the on-screen prompts to LOAD the game 
with infinite lives. 

1 REM PSYCHO SOLDIER CHEAT (C) HM 
PUGH 1988 

2 FORX=541 TO 578: READ 
Y:C=C+Y:POKE X,Y:NEXT 

3 IF C=3726 THEN POKE 157,128:SYS 541 

4 PRINT "DATA ERROR" 

5 DATA 32,86,245,72,169,32,141,84,3, 
169,2,141,86 

6 DATA 3,141,52,10,169,59,141,51,10, 
104,238,32,208 

7 DATA 96,72,77,80,169,141,8,232,76,0, 
130 

HM Pugh, Holywell, Clywd 

HUNTER’S MOON 
(Thalamus) 

Type in and RUN this program to load 
the game with infinite lives. 

0 REM ★★ BY D SLACK ★★ 

1 FOR A = 544 TO 591 

2 READ B:POKEA, B:C=C+B:NEXT 

3 IF C=5824 THEN SYS544 

4 PRINT “DATA ERROR”:END 

5 DATA 32, 44, 247,169, 21,141,177, 
3 

6 DATA 169, 55,141,178, 3,169,106, 
141 

7 DATA 179, 3, 32,108, 245,169, 67, 
141 

8 DATA 39,192,169, 2,141,44,192, 
32 

9 DATA 191,3, 96,169,244,141,154, 
35 

10 DATA 169, 0,141,242,193,76, 

226,193 

NB: When the game loads there will be 
no more music and the border will flash. 


I RASTAN 
(Ocean) 

Type in and RUN this listing to give you 

■ infinite lives and infinite energy, but you 
still have to keep away from the water 
and lava. 

OREM ★★ BY D SLACK ★★ 

1 FOR X=400 TO 457 

1 2 READ B:POKEX, B:C=C+B: NEXT 
3 IF C=6543 THEN SYS400 
4 PRINT “DATA ERROR’:END 
5 DATA 32, 44, 247, 32,108, 245,169, 
163 

v 6 DATA 141,196, 2,169,1,141,201, 


# Play to win 



2 

7DATA76,167,2,169,189,141,116, 
1 

8 DATA 169,1,141,117,1,169, 88, 
141 

9DATA211,2,169, 96,141,244,10, 
141 

10 DATA 125,10, 76, 81,3,169, 96, 
141 

11 DATA165,160,169,173,141,7, 
201,76 

12 DATA 26,129 

NB: When the game loads there will be 
no music. 

D. Slack, Maidstone, Kent 

DEFLEKTOR 

(Gremlin Graphics) 

Type in this listing, RUN it, then do as 
you're told on-screen to load the game with 
infinite energy and no overloads. 

1 REM DEFLEKTOR CHEAT (C) HM PUGH 
1988 

2 FOR X=320 TO 347:READ 
Y:C=C+Y:POKE X,Y:NEXT 

3 IF C=3008 THEN POKE 157,128;SYS 320 

4 PRINT "DATA ERROR" 

5 DATA 32,86,245,169,81,141,204,2,169, 
1,141,205,2,96 

6 DATA 72,77,80,169,165,141,143,54, 
141,249,54,76,5,8 

GAUNTLET II 

(US Gold) 

Type in this listing, RUN it, then follow the 
on-screen prompts to load the game with 
infinite energy. 

10 SYS 65371 :POKE 53280,0:POKE 
53281,0:POKE 646,1 
20 PRINT "BY ANDY GRIFO" 

30 FOR A=8448 TO 8512:POKE A,255:NEXT 
40 POKE 53248,100:POKE 53249,100:POKE 
53276,1 

50 FOR A=528 TO 591 :READ B:POKE 
A,B: NEXT 
60 SYS 528 

70 DATA 32,44,247,32,108,245,169,27,141 
80 DATA208,8,169,58,141,209,8,76,16,8 
90 DATA 169,32,141,48,43,169,53,141,49 
100 DATA 43,169,2,141,50,43,76,3,42,238 
110 DATA 38,208,169,155,141,17,208,169 
120 DATA 1,141,21,208,169,132,141,248,7 
130 DATA 238,1,208,169,96,141,231,154,96 

NB: Your energy will appear to go down. 
This is normal. 


Andy Grifo, Walkden, Worsley 

BANGKOK KNIGHTS 

(System 3) 

Infinite energy is yours if you type in the 
following listing, RUN it, then follow the 
on-screen prompts ... 

10 SYS 65371 :POKE 646,1 
20 PRINT "BY ANDY GRIFO" 


i 

i 

i 

l 


30 FOR A=608 TO 624: READ B:POKE A, 
B:NEXT 

40FOR A=53213TO53256: READB:POKE 
A, B:NEXT 
50 SYS 608 

60 DATA 32,44,247,32,108,245,169,128 
70 DATA 141,237,2,76,166,2,76,221,207 
80 DATA 169,32,141,249,3,169,246,141,250 
90 DATA 3,169,207,141,251,3,169,96,141 
100 DATA 252,3,169,127,76,81,3,169,32, 
141,249 

110 DATA 75,169,0,141,250,75,169,234,141 
120 DATA 170,17,141,171,17,96 

Andy Grifo, Walkden, Worsley 


I 

I 

I 

I 

I 

I 

I 

I 

I 

I 


SUPER SPRINT 

(Electric Dreams) 

Fingers at the ready ... type in this listing 
(not forgetting to save it for future use)... 

0 REM SUPER SPRINT CHEAT (C) HM PUGH 
'88 

1 FOR X=65440 TO 65471 :READ 
Y:C=C+Y:POKE X,Y:NEXT 

2 FOR X=49381 T0 49399:READ 
Y:C=C+Y:POKE X,Y:NEXT 

3 IF C <>6800 THEN PRINT "DATA 
ERROR":END 

4 INPUT "DO YOU WANT TO STOP THE 
DRONE FROM WINNING (Y/N)";A$ 

5 IF A$="Y" THEN POKE 65452,0 

6 INPUT "DO YOU WANTTO STOP THE 
RED CAR FROM WINNING (Y/N)";B$ 

7 IF B$="Y" THEN POKE 6547,0 

8 INPUT "DO YOU WANT TO STOP THE 
BLUE CAR FROM WINNING (Y/N)";C$ 

9 IF C$="Y" THEN POKE 65462,0 

10 POKE 157,128:SYS 49381 

11 DATA 169,130,141,161,152,141,166, 
152,141,171,152,169,199 

12 DATA 141,68,153,169,237,141,62,153, 
169,180,141,56 

13 DATA 153,76,235,2,72,77,80,169,192, 
141,41,3,32 

14 DATA 86,245,169,128,141,206,1,169, 
233,141,207,1,96 

Now type RUN (RETURN) and follow the 
on-screen prompts, answering the ques¬ 
tions with eith Y or N for Yes or N. Super 
Sprint should then LOAD and RUN with the 
selected changes. 


I 

I 

I 

I 

I 


NB: 

If you disable a car from winning they won't 
win when they finish their 3rd lap or any 
other lap thereafter. 

For a 1 Player game it's best to answer the 
question Y, Y, N. 

For a 2 Player game it's best to answer the 
questions Y, N, N. 






























LEVEL QJME •' 

Keep The Force on your tail until you 
reach here. Now clip it into the front 
of the craft. * 


Fire a maximum beam across here to 
destroy alien X 


memm 


Keep the beam up' button depressed 
until the blue orb is in line thus... 
Now let 'er rip. If your aim is good, 
the chain will be destroyed. 


the level without a probli 
cool, too! 


— but avoilNh^stream of death it 
issues forth. One mqre shot like this 
and the alien will die\ 

Alternatively, shootForce into 
the alien's belly, just where the head 
appears, and keep firing, the alien 
should blow up shortly aft4 the 
head appears. 


point, stay to the far left hand side of 
the screen. Keep firing as you 
progress, but don't bother looking at 
the screen — as long as you 
accumulated all the extra weapon^ 
along the way, you should bejfifS to 
sail through to the alien at the end of 


Sff yourself just below the cbntre of 
the screen and beam up. when the 
lafge alien's taijjMcktttewn TnwfaT 
head appeurs mits stomach, let rip 


Here's a pose to impress the 
ignorant... When you reach this 


Try to stWtffte far rkftft-hand side 
of the screen, as this forces the 
scorpions to come out of hiding 
earlier. ^ 


approach is fastest but results in the 
loss of a 20,000 point bonus. Simply 
sit here, then unleash a maximum 
beam at the blue orb when it 
appears. The creature should blow 


Or, sit here with The Force bepfiy 
touching the lips' and thus theffue 
orb when it appears- Keeajfffng anc 
eventually the creature dies and an 
extra 20,000 points are/yooii. 


Stay here and shoot the snake-like 
creature as it spins around you. 


There are two ways you can dispose up. 
of this gruesome object. The first 


LEVEL THREE 

The large spaceship moves up and 
down throughout the level, so 
anticipate its movement to avoid 
getting squashed. 
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G 

j 

anrf j 

Shoot The Force in here when the 

Shoot The Force under here, then 


thruster stops thrusting (Erk! Fnarr! 

move to H and keep firing. As The 


Fnarr!) 

Force is drawn slowly back to your 

Mlj 

H 

ship (DON'T use the call/eject Force * 
button — button B) it destroys most 

tfj 

Erradicate these gun emplacements 
first, then move down to... 

of the gun emplacements. When the 
opportunity arises, go get The Force 

tsli 

a T 


M 

Put The Force onto the back of the 
ship when you reach this point. 

N 

Enter the mass of green dots roughly 
here. Keep firing, and keep to the far 



left of the screen. When you exit the 
dots, move up to... 


Shoot like crazy and follchigthe craft 
across the screen. You shou!#*^^ 
destroy the lower third of the craftfjy 
the time you reach the far right hand 
side. Now follow the craft up the 
screen, shooting the green orb of the 
left hand half as you go. The third 


portion has to be hit directly on the 
centre of its green orb to destroy it 


... and shoot The Force into the 
fray(!). Hooray. When the screen is 
about to stop scrolling, clear any 
remaining dots then move to... 















































for good. Wait until the purple 
device slides back, then rest the 
Force on top of it and shoot the eye 
with a full beam when it appears. 
Incidentally, you can pass through 
the ship when it flashes. 


Ta v. muchly to John Twiddy and Phil Churchyard for their advice, and a smaller but by no means worthless sign of appreciation 
to Mark Cale for allowing us to use his R-Type machine and generally disrupt System 3’s workflow. 


They said it couldn’t be done (although no-one’s entirely sure who they are). But we’ve gone and done it anyway. Yes, for the 
second month running Commodore User is proud to present more ace arcade tips. This month it’s R-Type’s turn. 

R-Type is undoubtedly one of the most impressive but difficult shoot ’em ups ever to appear in the arcades. These gear tips 
won’t immediately make you an R-Type poseur, but they should help you conquer some of its more awkward areas. At least 
that’s the theory... 




































Screen shot from CBM version. 



Screen shot from Spectrum version. 



Screen shot from Amstrad version. 

Have you got 
what it takes.... 

....to be an RT 
undercover cop? 

CBM 64/128 £9.99t, £11.99d 
SPECTRUM 48K £8.99t 
AMSTRAD £9.99t, £14.99d 
ATARI ST £19.99d 
AMIGA £24.99d 


L 


U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388 



















































